mr immtjm $99m 



Xfie latest netjjs, Facts* and maLjhem on 




r\ri-\ 



s 








i 





and he's 



leisure Suit Larry 
has mned u& his own casino, 

^ . \m ill > .1..I* 



* All the classic casino action you can handle: 
^_ Blaeltjack, Poker, Slots, Roulette. Cra|>s 

, ^ Chat while you gamble. ^ Revolutionary chat Int 

11 ' .... • . J — Evervone sees you 

Use your u/inninas to impress your friends, ^ .l < .J.. i..K« ".i" 

buy' hem drink', meaU, jift.! upgrade . - "''" »"' '«"" -^ ' 

your room, or oweo jet hitched on-linel _ ■UMi-tir '^iPFV=-"» C 



•*>artv games that'll transform you 
into an instant social animal. 

Play on line against other hip swingers - ~ 

or by yourself.. .alone. ..with nobody. — 

^ Assume the identity of your favorite character 
from Larry's lovable cast of regulars. 

"^ ^ And don't forget: There's Babes. 
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Order Today! Only $39.95 
1-800-757-7707 
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You can't go home again— unless you 
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Just visit your favorite 

software reseller and 

pick up the hottest 

games and the best i 

home productivity 

soffwarp i'nrl;iy! 



Babbages 

Best Buy 

CompUSA 

Computer City 

Costco 

Egghead Software 

Electronics Boutique 

Office Depot 

Office iVIAX 

Sam's 

Staples 

Software Etc. 

Toys "R" Us 

Virgin USA ; 

Waimart 
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Tired of a slow connection when you're playing your online games? 
MindSpring offers a fast, reliable connection to the Internet - which 
means you'll spend more time playing, not waiting. 

With MindSpring you get a full suite of software, a top-rated browser, and: 

• Free 24-hour award-winning technical support 

• 56k connection available in many areas 

• Flexible pricing - from $6.95 to $19.95 a month for unlimited access 

• Local phone access to Internet in over 320 cities 

• A no risk, 30-day money back guarantee 
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Internet Services 

Call toll-free 

888-677-7464 

(888-M-SPRING) 

www.mindspring.com 





ign up with MindSprim 

lefore 8/31/98 and you'll 

get four great Sierra 

games FREE!* Plus, 

•ve'll waive the $2r ' 

start up feel 
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'Games are limited Internet-only versions 



The State of 

Online Gaming: 

YOU'VE NEVER HAD IT SO GOOD! 
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If s staggering how, in its relatively short exis* 
tence, the concept of playing PC games against 
other people via the Internet has generated so 
much commotion. It's also staggering how simple 
the concopt is and how difficult it is to implement 

D Software's Doom 
I got the buzz started. 
' or at least alerted a 
larger audience than before that 
games could be played against 
other people. As soon as the 
fragile human (particularly male) 
ego got involved ("I'm better 
^^ than you, nah, nah"), it 

...Were you playing was bound to snowbaii. 

But despite the dollar- 
Onlltie games, even sign-dominated goals of 

the online-gaming pio- 
neers, if ever there were 
a time to be an online 
gamer, either testing the 
waters or indulging in 
long-term commitments, 
now is it. 

Both Total Enter- 
tainment Network (TEN) 
aren't then you're and Wplayer began life 

with a paid-subscription 
missing OUf model. They both have 
their advantages— easy 
community building, constant 
opponents, organized tourneys, 
etc. But such is the beauty of the 
Internet that the core component 
of these services— putting peo- 
ple in touch to play games— was 
available elsewhere, for free. The 
subscription model was canned, 
and now both services are free— 
funded instead by venture 



looking into it, 

18 months ago? 

Probably not 

And now? If you 



capitalists looking to build an 
advertising base. 

In just a couple ot short years 
since the online-gaming buzz 
began, the market has expanded 
hugely. (Think about it: Were you 
playing online games, or even 
looking into it, 18 months ago? 
Probably not. And now? If you 
aren't, then youVe missing out.) 
Some software publishers have 
taken the initiative with their 
own game servers— Blizzard 
scored huge points for enabling 
smash-hit action RPG Diablo 
to be played for free over bat- 
tle.net. Likewise, Activision and 
Bungle both ensured continued 
play of their games with servers 
for Interstate 76 and M^b: The 
Fallen Lords. Kudos all around 
for providing a genuine "added 
bonus" service to customers— 
now there's a novelty. 

Evolution online 

Online gaming has evolved in 
many different ways as all the 
companies, aiming to satisfy the 
demands of their be-suirpd pay- 
masters, look for alternatives to 
the one-stop service. So now 
there are the "persistent uni- 
verse" games (Meridian 59. The 
Realm, Ultima Online, and the 
forthcoming EverQuest from 
Sony and Asheron's Call from 
Microsoft), where the world con- 
tinues while you're away and 
you live, eat. sleep, and breath 
as a character in a living, evolv- 
ing, online world. You pay for the 
experience, but to actually live 



In a world (assuming it all works 
right) is a compelling package 
for 10 bucks a month. 

Enter the dragon 

The initial sprint to the finish line 
of securing this market has 

become a marathon. That m««ns 

that the investors who bolted 
from the blocks on the "B" of the 
starting gun's "Bang" are likely 
to be out of steam after one lap. 
Ihen who's lett^ Microsoft. 
Yep, the Dig pappy or the 
computer industry has IGZ— the 
Internet Gaming Zone. A sound 
business model (free play for 
some games and others that 
you pay for on a daily basis), 
marketed in the familiar slick 
style, and part of the happy fam- 
ily of products that are on 90 
percent of PCs on the market. 
It's a compelling package that 
other game publishers are buy- 
ing (Lucas Arts' exclusive deal 
for their sought-after titles being 
the first ominous sign of things 
to come). And Microsoft has 
the near-bottomless purse with 
which to fund this commitment 
to gaming. 

The gamers are winning 

In the quest for dollars, only 
one group is winning right now— 
and that's the games player. 
Gamers have not bought the 
**pay-lo-play" model and now the 
services are free. The TENs and 
Mplaycrs ore waiting for the ad 
dollars to build to ensure 
success. Sddly. Ihey mdy nul be 
able to last until that's a reality, 
but right now they, and Kali, 
Dwango. HFAT. etr . atp rlp^ppr- 
ate for players. So <\nrp they're 
being so accommodating, now's 
the time to throw your hat into 
the ring and try them all. With 
games to play, people to meet 
(and frag to bits), why not? 

Rob Smith is the Executive 
Editor of PC Games. 
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I'VE ONLY BEEN ON THE |0B FOR ONE 
issue as the editor of InterAction, 
and you readers have already let 
me down. Where are your letters? 
The rants and raves, the love letters 
and advice? I want to hear from 
you -that's what INBOX is all about 
Our addresses, for email and for 
old-fashioned mail, appear on this 
page. Don't be shy. Vm paid not to 
laugh at you! 

Naturally, 1 believe we have a par- 
ticularly fine issue this time around, 
beginning with Chris Hudak's cover- 
age of HoifUfe on page i8. You'll 
then follow Bill Trotter through a 
day in the life of a rookie in SWAT 2 
(page 26). Mark Walker puts his 
military-fiction-writing skills to good 
use in his Red Baron story (page 42). 
Paul Quinn tours us through the 
YOU DON! KNOWfACK unwerse 
on page S4. then follows up with a 
tour of the various Trophy Bass 
titles. From pop-culture trivia to 
fresh-water fishing- Paul does it all. 

You'll find the usual features in 
this issue- News Notes, Hintline. 
and our hardware review (this time 
out, the subject is color printers) - 
plus some new wrinkles. There 
should be enough here to keep you 
off the streets and out of trouble. 

Again, welcome. And remember: 
your assignment is to write back. 
I'm listening. 

-Steven Bryan Bleler 
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Write! 

Email: interAction9sierra.com 
Postal: InterAaion Magazine 

Sierra 

PC Box 53008 

Bellevue.WA 98015-3008 



I oday, / sighted on a TV 
' episode of Duck Tails the 
sound 0/ King's Quest Vll's giant 
scorpion roar.,.. I am writing this for 
the Sierra Sightings contest..,, 

Jim Sweney 
via Email 

Hello fim. 

You have terrific hearing. I also 
think you need to find a hobby. 
But please see my answer to 
Chad's letter below about 
Sierra Sightings. 

Qecentty, while watching 
an episode of Frasier, / saw 
the star of Gabfiei Knight 2: The 
Beast Within. Dean Erickson, 
making a guest appearance as a 
waiter named Eric. This particular 
episode may have been a rerun, 
but I thought to report it anyway. 

Chad Parker 
via Email 

Chad and everyone. 
There has been considerable 
confusion about what exactly 
constitutes a Sierra Sighting 
(and wins you a free game). The 
0s rule: it must be something 
we can reproduce in the pages 
o^lnterAction.' Last issue's sight- 
ing, a Foxtrot comic strip con- 
taining a parody of YOU D0N7 
KNOW JACK, is the perfect exam- 
ple of what we want, as it was 
entertaining and reproducible. 

To lessen the confusion, 
here's a short list of things we 
won't accept as sightings: 

1. Actors firom the live-action 
The Beast Within anc/ 
Phantasniagoria. Some of 
those folks turn up every- 
where on TV, making them too 
easy to spot: Dean Erickson 
(Gabriel Knight), WolfMuser 
(Dr. Klingmann), and Robert 
Miano (Zoltan Camo in 
Phantasy in particular. 
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2. Words and phrases we didn't 
invent: ''phantasmagoria, " 
*you don' t know lack, " 
"Roger Wilco. " and ''Here 
Today, Gone Tomorrow" were 
part of the English language 
long before Sierra came along. 

3. Reviews of our games and ads 
showing our boxes don't count. 

Good hunting! 

Hoes Half-Life have a story- 
line which unfolds itself 
by talking to characters? Or was 
that Just a bunch of crap? 

Weasel 
via Email 

Weasel you sweet- talker, 
"A bunch of crap"— what?! We're 
offended. OK, we're not. Yes 
there's a plot to Haii-Ufe! 
Characters will talk to you and 
give you hints, but none of 
them wilt stop your game and 
bombard you with a lengthy 
explanation of what's going 
on. Go to our Half- Life story on 
page 18 to learn more. 

have just recently 
played through two awe- 
some Sierra games: Rama and 
Lighthouse. The games were so 
cool that when I finished with 
them, I couldn't help but want 
mare. I was wondering if there 
ore any sequels planned for 
either of these games. 

Mike King 
via Email 

Hey Mike, 

Thanks for the kind words. Rama 
and Lighthouse were indeed 
great gomes — two of the best 
games of 1996! I hope you'll 
check out some of the games In 
this issue and drive something 
newer off the lot. As for sequels, 
there are none in the works that 
I'm aware of If that changes, 
you'll read about it here. 



have heard that the Space 
Quest VII project has been 
canceled. What's happening? 

Jones 
via Email 

Jonesy, 

Unfortunately, the overwhelming 
impression here is that there 
Just aren' t enough people inter- 
ested in following the series. 
Wfitch doesn' t mean that space 
Quesf has played itself out 
Right now the SQ development 
team is working on the upcom- 
ing Babylon 5 space sim. 
Perhaps someday they' tl return 
for another adventure with 
Roger Wilco.... 

*ve always enjoyed playing 
with Sierra products. I 
think they're great! One thing, 
though. I cannot help but notice 
that a good share of the games 
being released by you nowadays 
are sequels or remakes of previ- 
ously released games. Who should 
be contacted if anyone should 
come up with an idea about a game 
that they would tike to see? 

Francisco Zamudia 
via Email 

Hola Francisco, 
Francisco Zamudia, meet 
Mike King and Mr. Jones. Some 
people love sequels, some 
people aren' t that crazy about 
them. But you've asked a good 
question, one wc hear often: 
If you have an idea for a game, 
should you submit it ro a game 
company? Speakinq just for 
Sierra, i can say that we can' t 
accept outside ideas -it's too 

much of a hassle legaUy. We 
rely instead on our talented 
teams ofln-house game 
designers to get the job done. 
Good luck, whatever you do. 
Just don' t sue us. 
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^el a Sierra title from a selection of 
1 28 top titles the first time you use 
your Sierra MasterCard* credit 
card for a purchase or cash advance. 

Plus! 

# 10% discount on all Sierra 
purchases when you use your 
new Sierra MasterCard* credit 
card and order directly from 
Sierra. 

# 1% rehate on all purchases 
you make with your Sierra 
MasterCard* credit card. 
Redeemable as $20 coupons.** 

# NO ANNUAL FEE. 

# Low introductory Annual 
Percentage Rale (APR) on 
cash-advance checks and 
balance transfers. 

# Toll-free 24-hour Customer 
Service 365 days a year. 




Get Yours Todoy! 

1-800-821-8749 

Mention priority code HX4B 
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MOVIES ACCORDING 
TO HOYLE 



o, you like movies? Well, we certainly like movies. And. from July i 
through August 31, we*re going to send you to the movies! All you 
have to do is purchase one of our Sierra Attractions titles, mail in 
the redemption coupon, and you'll receive two free movie passes. The 

passes are good for any movie playing at any theatre 
in the country. Sierra Attractions titles include: 
Hoyle Classic Board Games, Hoyle Classic 
Card Games, hoyle Casino, Power chess 

•yS, YOU DON' T KNOW JACK TV. YDKJ 
Movies, YDKJ Huge, YDKJ Volume 3. 
After Dark 4.0, After Dark Deluxe, 3-0 
Ultra MiniGolf Deluxe, and 3D Ultra 
Pinball: The Lost Continent. Hurry 
down to your favorite software 
retailer, because this offer won't be 
around forever. Keep reading for more 
chances to see great movies. 



JACK HITS " - c.T# & 
THE BIG SCREEN 
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hink you know Jack about movies, do you? You're in luck— 'cause we're 
giving you a chance to prove it with our YOU DON* T KNOW JACK about 
Gramercy Pictures contest! This contest is packed full of great prizes, 
including a chance to win VIP movie passes for a year. Acclaimed for its recent 
hits— forgo. Bean, and The Big Lebowski -Grametcy Pictures has a hot new sum- 
mer lineup and you can get in on the action, just point your web browser to the JACK 
Association website at www.berksy9.com/jacka5s/index.html, and enter 
the sweepstakes to win a private showing for you and 50 of your 
friends or two VIP Advanced Screening Passes to alt Gramercy 
Pictures films for a year, as well as other cool prizes. Make 
sure you enter soon, because this contest is as fleeting as 
those hot summer days. 




By Beth Demetfescu 





Sierra's new 
bundles of joy 



I lease help us in welcoming our newest bundles: The Great 
Civil War, CoUector's Edition 3D Ultra Pini}ail, Lords of Magic 
I Special Edition, and Gabriel Knight: Collector's Edition. 
Proud parent Sierra created these bundled games so you acquire 
several titles at once. 

The first-born of these collections. The Great Civil War, combines 
the classic favorite The Blue and the Gray and the bestseller Robert E. 
Lee: Civil War General with the recent hit Civil War Generals 2: Grant, 
Lee, Sherman. Complete with customized battlefields and 
exciting reenactment footage. The Great Civil War will 
keep you strategizing for hours! 

Let us introduce our second addition to the family. 
3D Ultra Pinball Collector's Edition. This special edi- 
tion pack includes the original 3D Ultra Pinball, the 
ghoulish haunts of Pinball 2: Creep Night, and the 
prehistoric adventures of Pinball 3: The Lost 

Continent. Plus, in your non-pinballing 
time, you can sit back and explore 

every era of pinball with famous 
pinball players in the video 
The History of Pinball. And 
on top of that, this bundle 
comes with The Incredible 
Machine, which provides 
150 of the most challeng- 
ing puzzle contraptions 
ever seen. 
Next we have our Lords 
of Magic Special Edition. This 
little devil contains the newest 
version of Lords of Magic, including 
several recently released updates, and the 
Legends ofUrak Quest Pack. These battles 
are not for the faint of heart, so prepare your- 
self for exciting wars of right and might. 
Finally, there's our fourth bundle of joy— 
Gabriel Knight: The Collector's Edition. A gigantic 
collection, this one includes the highly acclaimed 
GK: Sins of the Fathers, its exciting follow-up GK: 
The Beast Within, the graphic novels from Sins of 
the fathers, and the graphic novel and movie for 
the upcoming release GK: Blood of the Sacred, 
Blood of the Damned. 

The stork will be dropping this quartet of excit- 
ing hits throughout stores all summer, so check 
with your favorite retailer, and pick up one of our 
newest creations. 
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NEWS Notes 




Go BEZERK 



Update 
your games 
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I s computer games continue to push the envelope 
with the latest technology, patches are becoming 
I a great way to upgrade, support, and. well, patch 
a game after it has been released. Some patches introduce 
a new feature to a game, while others correct those minor 
bugs that slipped by our beta testers. 

Patches are always free and can be downloaded from our 
website at www.sierra.com/support/technical/patches.html. 
New patches are also announced on the appropriate message 
boards (www.sierra.com/messages/). so you'll get the word 
the moment they're available. 

Some of the most recent patches are for Sierra Pro Pilot, 
Lords of Magic, Sierra Sports: Ski Racing, Red Baron 11 (a 
Superpatch), Hoyle Poker, and Driver's Education. If you 
have any of these games, you should check out these down- 
loads guaranteed to improve gameplay. You can also check 
the product pages in wMnw.slerra.com/producU/ to see if 
your favorite game has a patch listed. 
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Qo, it's not the Internet address for the Post Office, 
it's the award-winning, super-cool www.beZerk.com 
website, and it's a great way to test your trivia bone 
anytime you're online. When can you play? Twenty-four 
hours, seven days a week. The cost? Free! 

Start off with the outrageous YOU DON' 7 KNOW JACK 
series, and match brain cells with other players around the 
world in pop-culture subjects like Sports. TV. Movies, and 
more. This isn't a boring spin the wheel game, you'll need 
to stay on your toes and keep your typing fingers loose as 
you find out whether you really know it all, or whether you 
know lack! 

If you're more the creative type. Acrophobia is definitely 
something you shouldn't be afraid of. Take a series of letters 
and turn it into an acronym— the quicker and more original, 
the better. Who decides the best one? Your fellow players, 
of course! You can go for the speed bonus, or really think it 
through to come up with an acronym that would make a 
bureaucracy proud. 

Both of these online games are great for everything from 
parties to work **breaks.'* While a crowd of people around a 
computer yelling random words might turn heads somewhere 
else, it's par for the course around the Sierra offices. But be 
careful-HCTB! (Here comes the bossO 




NEWS NOTES 




New sierra 
sports lineup 
unveiled at 

PAYTONA 500 

By Mark Dultz 

I et against one of the most spectacular runnings of the Daytona 500, the 
Sierra Sports division peeled back the curtains of their much-anticipated 
lineup for 1998. The February kickoff event for the newly formed Sierra 
Sports drew gaming journalists from as far away as Australia and Europe. And while 
the launch of Sierra's highly touted slate of sports titles proved climactic in and of 
itself* the lure of viewing the 40th running of the adrenaline-charged Daytona 500 
up close helped to seal the deal. After nearly three hours of intense bumper-to- 
bumper driving— in which the lead changed hands 13 times between eight different 
drivers— the 300,000+ standing-room-only crowd got to witness veteran racecar 
driver Dale Earnhardt take the checkered flag, then cruise into victory lane. For the 
47-year-old Earnhardt, his victory put to an end a personal 20-year bid to win the 
coveted Winston Cup crown. 

Afterward, exhilarated members of the press were escorted to the Daytona USA 
museum, which is located adjacent to the Daytona International Speedway, where 
Earnhardt's Number 3 car will be retired, only to be given a hands-on demonstration 
of Sierra Sports' upcoming project — Grond Prix Legends from Papyrus. After a brief 
demonstration, journalists were then able to put on their racing gloves and test 
their driving skills against some of the most famous open-wheeled Grand Prix 
racers of the *6os, learning firsthand what it was like to negotiate several of the 
most challenging race courses ever designed. 

Sierra Sports seized the moment to trot out some of the other titles currently 
in development. The media learned that Sierra Sports will continue to leverage 
several existing franchises- including critically 
acclaimed titles in its fishing series and highly 
popular team stadium sports lineup— white 
continuing to infuse every new introduc- 
tion in each series with an array of 
cutting-edge enhancements. 

At the junket, speculation on which 
titles were forthcoming from Sierra Sports 
was put to rest. All told. Sierra Sports 
indicated that it will be unleashing nine 
new titles for 1998, among them the 
highly anticipated Qrand Prix Legends, 
NASCAR Racing 3. NASCAR 50th 
Anniversary Edition, Sid Racing '99, 
Golf Pro 2.0, Ultimate Soccer Manager, 
fantasy Sports Pro, Football Pro '99, 
Basketball Pro '99, and Baseball Pro *99. 
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Controversy 

surrounds 

cartographer 



QATELINE: Monmouth, The Realm: The most detailed 
map ever made of this online land has just been 
published, and traders are already carrying it to 
every town, no matter how perilous the journey. The map 
(shown here) was plotted, drawn, and colored by The Realm's 
leading cartographer, Ricky Paulo, and some controversy 
already accompanies it. Rumors are afloat as to the map's 
accuracy. Did Paulo deliberately include falsehoods? Was 
he trying to misdirect wizards or warriors who seek him to 
no good end? Or was he just trying to be funny? 

Further investigation has revealed that Ricky Paulo has 
a counterpart identity on the barbarous world called Earth: 
Richard Powell, an artist and wit in the employ of Sierra. 
Powell has worked on such diverse projects as Space Quest, 
Lighthouse, Collier's (as art director), Gabriel Knight 2, and 
Outpost 2. 

The only way to check the accuracy of Paulo's/Poweirs map 
is to tramp the roads of The Realm yourself. Forty new immi- 
grants pass through the portal between the Earth and The 
Realm every day. There are already more than 15,000 perma- 
nent residents! To investigate this multiplayer, online-only 
game, journey to W¥fw.sierra.com/realm. and download the 
free demo. 
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Print artist 
takes you to 
the louvre 



I ateiy, everyone has been talking about digital pictures- 
how good they look, how fast they are to work with, and 
how easy they are to store. Well. Sierra Home has teamed 
up with Kodak to help bring digital photos to your computer screen. 
This September, you can get your own free copy of Print Artist 
Classic when you purchase Kodak's •'Pictures on Disk** from any 
of the 40,000 authorized Kodak **Picture Disk** development 
stations— which features your photos digitally developed and 
placed on a CD-ROM or floppy disk. 

Since Print Artist is designed to help you quickly and easily use, 
edit, and manipulate digital photos in all of your printed projects 
(cards, invitations, party sets, banners, posters, etc.), it seemed 
like a good idea to give you the chance to show us what you can do. 
This fall (September through December 1998), Sierra Home will be 
running a "Digital Photo" contest. To enter, submit yuui best Uij^Udl 
photo within a Print Artist project. You'll qualify to win a number of 
great prizes, including digital cameras and scanners. The Grand 
Prize is an all -expense paid trip (or two to Paris and the Louvre. 
Imagine standing before the priceless treasures of the world's most 
famous art museum. 

Watch for additional details in the upcoming Fall and Holiday 
issues of InterAction Magazine. 
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<%^^ CART CONTINUES 
.,Mmm THROUGH 2003 





I apyrus. the motorsports division of Sierra Sports, recently extended its 
I licensing agreement with CART (Championship Auto Racing Teams Licensed 
Products). Having secured the right to use the CART name and logos through 
the year 2003, Papyrus will develop a new CART racing sim (so far unnamed), which is 
scheduled for release in 1999. This upcoming product will continue along the same 
award-winning lines as Papyrus' 1995 release, CART Racing. Papyrus will include its new 
revolutionary game engine in the 1999 CART relcaic, which will first be featured in their 
summer '98 Grand Prix Legerids title. 

The Fed Ex Championship Series (sanctioned by Championship Auto Racing Teams. 
Inc.) is a 19-race series that features open-wheel, 850-horsepower champ cars that are 
capable of speeds in excess of 2oomph. Drivers such as Al Unser Jr.. Bobby Rahal. Jimmy 
Vasser, and Christian Fittipaldi race on ovals, road courses, and temporary street 
courses in the United States, Canada. Brazil, Japan, and Australia. 




Far out 
sweepstakes 

RESULTS 



I celebrate the release of Outpost 2: Divided Destiny, 
we decided to throw a huge contest— the Outpost 2 
' Far Out Sweepstakes. All you had to do was check out 
the Outpost 2 website and fill out the online form or send in a 
postcard. And that is exactly what more than 49.000 of you did. 
What a great response! Three winners, Gerald R. Turner of North 
Charleston, SC. Judy McCurdy from Broken Arrow, OK. and 
Patricia Varney of Fort Edward. NY. each won an Advanced 
Meade Telescope. The Meade Model 395 is a 90mm refracting 

telescope with a deluxe 

equitorial mount and 
an aluminum tripod (est. 
value $600). The Grand 
Prize winner of the Far Out 
Sweepstakes is (drum roll please) 
Anna Boyd of Rescue, CA. Anna 

won the Ultimate PC — 



an Intel Pentium 
20omhz MMX with 
32mb RAM. a 2.5gb hard 
drive, and a 24X CD-ROM 
(est. value $3,500). Twenty- 
five other lucky people won 
a team-autographed copy of 
Outpost 2. Congratulations 
to all our winners! 




WE'RE EVEN 
GIVING 
IT AWAY 



verybody loves a winner, so here are the spring's 
top 10 downloads from www.sierra.com, and once 
again, our classic Johnny Castaway Screensaver 
continues Its lock on the number-one spot, while Sierra 
Sports: Ski Racing gets a lift up to number seven. 

You can find all these downloads and lots of other good- 
ies at www.slerra.com/free. It's frequently updated, so 
check back often, and see what we're giving away next! 



/. Mnny Castaway Screensaver 

2. Dimg Mmtm Screensaver 

3. nedBam! 

4. Betrayal at Krondor 

5. NASCAB Bdcing 2 

6. 3-D Ultra MiniSoll 

1. Sierra Sports Ski Bacing 

8. 3-D Ultra Pinball 2: Creeu Higi 

9. Belllire \19ii\i - 
to. 3-D Ultra PintaB 
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DID WE MENTION 
irS FREE? 

by Jeff Gilbert 



t's been said that the best things in life are free. While this 
leaves just non-legal advice, public access television, and 
recycled air in that shrinking category, the list now happily 
Includes the World Opponent Network (WON), an exciting new online 
game-matching service that's FREE to join, FREE of membership dues, 
and FREE to play. Is there a catch? Yep-you gotta have fun! 

It's kind of like the Dating Game for computer gamers. WON 
matches players with similar tastes and skill levels, pitting people 
against people instead of Pentium processors. (It should be noted 
that the human adversary is far more devious than any machine.) 
Where this becomes the essence of the World Opponent Network is 
in the live tournaments. In a recent monthlong Civil War Generals 2 
(OVG2) Tournament, hundreds of players representing the North and 
the South signed up and crossed swords in an epic battle for Old 
Glory. In the end it was Ouane S. Russell from Lancaster. TX. leading 

the South to a decisive 
victory over |ohn C. 
Busterna from Woodbury. MN, 
and his hard-fighting Northern troops. The 
WON Event Calendar is loaded with weekly 
online muttiplayer events just like CIVG2. 
from Trophy Bass fishing, Friday Night Hoyle 
Poker, and Red Baron dogfights, to Sierra 
Sports Golf, Lords of the Realm, and 3-D 
Ultra MiniGolf. Need a team partner or sim- 
ply someone to play a game with? The WON 
Message Boards are a great way to meet 
new players and do battle. There are no ene- 
mies on the World Opponent Network— only 
friends you haven't beaten yet. 

Live tournaments are only a part of the 
whole WON experience. For instance, your 
first stop on the World Opponent Network 
should be the Player's Lounge, the site's 
always-buzzing nerve center. Enter the 
Screenshot Caption Contest, catch up on all 
the latest game news and reviews— or write your own. Read articles on gaming maga- 
zines, products, and interviews with game developers; enter contests; post messages; 
compare winning scores. Simply, if the Player's Lounge were an intersection, it'd be 
Times Square. 

A resource that's a big hit with the gaming community is the WON Game Search 
Engine, an updated-weekly database containing information on nearly every computer 
and console game ever created. Locate reviews, patches, demos, hints, cheats, strate- 
gies, previews.... If it's a game, the WON Search Engine can find it. 

With all its features and innovations, easily the best feature Is the ease of use. WON 
is the user-friendliest game site on the Internet, designed to specifically accommodate 
everyone, from first-timers to old-timers. It's as simple as logging on, signing up, and 
playing. Did we mention that it's FREE? 
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ITS the year 3569. In the 

Typhoeus system, a newly- | 
discovered jumpgate will allow l 
massive expansion and wealth 
to the corporation that controls 
the gate. Eight corporations 
will fight for this right... ( 



II 



J j[\3 Looking for depth? Cyberstorm 2 is the ultimate 
game of mass destruction and total control — for 
3Bri, gamers who love deeply-layered strategic warfare. 
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Choose yoiir corporation and mission. 

Eight galactic powers, each with strategic advantages 
and disadvantages, fighting in 
richly-detailed missions or 
randomly-generated campaigns 
with infinite replayability. 
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Order Today! Only $39.95 
1-800-757-7707 www.sierra.e0m/cs2 



© 1998 Sieffd On-Line, Inc. All rights reserved. • and TM designate trademarks of. or licensed to Sierra On-Line, inc 
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and alien 
Slaves. 
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M€^^ 10 years ago...and for Valve 



drawing-together of film, music, 
text, interactive environment and 
(most importantly) the mindsets of 
many entertainment forms— is no 
longer the racy concept it was even 



Half-Life, Valve's maiden voyage 
into the first-person action genre, 
throws the player into a gorgeous, 
detailed, and consuming world 
that literally starts off with a bang. 





^^Half-Life is the 

most beautiful and 
convincing-looking 

first-person game I've 
seen to date, and I see 
a lot of games.^^ 




f^ huge, disastrous, space- 
tearing bang. 

First of all some background for 
those of you who haven't heard 
some variation of the game's set- 
up at least 30,000 times already 
in various salivating gaming publi- 
cations: Hatfiife is a plot-heavy, 
intelligent, extremely immersive, 
and eye-gogglingly beautiful first- 
person action game that takes 
place in a decommissioned mis- 
sile base where a top-secret 
experiment has gone horribly 
wrong, ripping open an interdi- 
mensional gateway and allowing 
hordes of we*don't-know-what' 
they-are Extraterrestrials With 
Attitude Problems to cross into 
our world. 

Pretty standard stuff so far. 
right? Wrong. Tired of the current 
crop of slam-bang but intellectu- 
ally and emotionally anemic first- 
person games. Valve Software has 
contrived to build a realistic and 
eerie-looking immersive experi- 
ence (I can say without hyperbole 
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TAKE THIS JOB AND SHOVE IT: OK, this wasn't your best day at the office. Now you just warrt to go 
home— but to do that, you'll have to outwit, outmaneuver and outfight aliens, zombies, and govern- 
ment employees with very large guns. 




in this Year of Our Lord Nineteen 
Hundred and Ninety-Eight that 
Half-Life is the most beautiful and 
convincing-looking first-person 
game I've seen to date, and I see 
a lot of games) that fully exploits 
the best elements of motion pic 
tures-a relevant story line, char- 
acter interaction, plot twists, and 
an attention to detail that would 
make lames Cameron proud. 
The guys and gals at Valve 
want you to f«al youVo part of a 
living, dynamic environment and 
that your choices and reactions 
matter. Revealing too many spe- 
cific plot points of a game this 
ambitious would be a great evil, 
but let me try to paint a picture, 
a first-person pastiche of what 
gamers can expect, a little slice 
of The World According to Valve: 

One ordinary day, 
with aliens 

It's kind of dull in the facility- 
workaday, scientific, sterile, a 
kind of safety-glass-and-rein- 
forced-brushed-concrete kinda 
place -but the hours are good 
and I don't have to talk to any 
brass with bullets In their heads 
and medals up their wazoos; iust 
suit up, run some tests on The 
Project, try not to step on the 
pencilnecks in their white lab 
coats, decontaminate, have a few 
Sapporos at the Officer's Club 
topside. 1 don't even have to 
know what The Project is. pre- 
cisely. And that means I don't 
have a clue, just call me "Cog" 
Freeman. 

The lab is doing fme. The 
Project Is going fine. Even the 
Coke machine that occasionally 

Steals quarters Is only doing it to 
this one geezer scientist, and it*s 

kind of funny to wotch, »o thot*3 

fine, too. Everything's going just 
fine, right up to the explosion, 
which— succinctly, in a word, to 
paint with broad strokes, to give 
the essential gestalt of the 
event— sucks. 
It's loud -Nagasaki-loud -and 
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KlU 'EM AU« LET VALVE SORT 'EM OUT: The Marines have landed, 
and something's gonna die. That could mean you. 



when I come to. the facility does 
indeed look like it's been nuked: 
The once-shiny walls are scored, 
cracked, and smoking; the secu- 
rity doors are blown half off their 
tracks. Those monitoring stations, 
eight million a pop. are all half- 
ton doorstops now. If there's an 
upside here, it's the fact that 
that frigging Coke machine's quar- 
ter-stealing days are over. And 
that cycling emergency klaxon, 
the very last sound you ever want 
to hear while working on The 
Project, is braying the only word it 
knows in its harsh and alien voice, 
over and over and over: Evacuate! 



Emergency red lighting has 
kicked in, making the corridors 
blood-red and the real blood — 
which is everywhere— black. 

The phrase "all hell breaks 
loose" really fits the bill— can't 
see jack in this cruddy lighting— 
I hit the flashlight control in my 
suit, and it pushes back the dark 
a little. Before I know where I'm 
going. I'm out of the test area and 
sprinting down the feed corridor, 
smacking into toppled machine 
cabinets, stumbling c»ver and 
around dead bodies, running right 
into a panicked lab geek who 
looks as terrified as I must look. 
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Beastie boys: Your commute home's not going to get any easier if 
big uglies like these puppies take over. 



Ask MR. SCIENCE: The lab coats might know something that'll keep 
you alive. Ask first shoot later. 



Til follow you!" he cries and. 
hardly listening to him. 1 push 
around him and keep running. 
He'll follow me? Great, we'll die 
together— he doesn't seem to 
grasp that I don't know where the 
hell I'm going, either. 

Your funeral. Seymour, I think, 
and keep running. I suddenly real- 
ize I'm hurt. I must have passed 
five First Aid stations on my way 
to the test area, and I can't even 
remember where a single one Is. 
t don't know the layout 
of the facility 
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^\..the split-second 

glimpse I catch of the 
thing behind the 

door is enough to 
reach a conclusion: 
We are all in deep, 
deep dOOdoO 
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Trophy Bass was never like this: if the aliens don't gulp you down, 
they might just take your carcass for a little ride. 



that well, and it's only when I 
come across the corpse of a bal- 
tle-suilpd ^pcurtty guard that 
I realize IVe been running the 
wrong way. The guard's lifeless 
hand is near his gun. as though 
he'd attempted to draw it. 

"Back the other way," I mutter 
to myself, running full-out. the 
alarm tilling the air everywhere. 

Something wicked this 
way comes 

Ahead in the corridor, a blasted 
lab door's been blown completely 

off its hinges and across the hall 
from its twisted frame; the door 
is now canted against the oppo- 
site wall. I have a quick, irrational 
flash of memory, of stacking 
couch cushions against the wall 
to make a fort, as a child — I must 
be terrified -and I'd sit inside, 
barricaded safely against the 
world, and - 

I stop dead, my shoes squeak- 
ing on the concrete floor. Between 
the ruined door and the wall, 
something is moving. 

I inch forward to bring the 
flashlight into use, and the split- 
second glimpse I catch of the 
thing behind the ruined door is 
enough to reach a conclusion: 
We are all in deep, deep doodoo. 

I run back to the guard and 
grab his pistol. Time to get seri- 
ous. I should be looking for an 
elevator, an escape route to the 
surface, but some primal, lizard- 
part of my brain tells me that 
some things cannot be allowed 
to exist. I walk calmly back to 
the monstrosity trapped behind 
the door, shoot it dead, and 
keep shooting it until IVe emp- 
tied a clip. 

Sti^noe ifftterlude 

What with everything that's hap- 
pening. I forget that Lab Coat is 
still following me. and when I turn 
to see his pale, terrified mug a 
foot from mine. I nearly blow him 
away on reflex. Instead. I hit the 



SYSTEM 

Most first-person action games 
feattire chunky, often indistin- 
guishable characters with Itm- 
itcd iiiovcmcnto choroctcro 
that more cbsely resemblp tbo 
Michelin Tire Man tlian some- 
thing believable. That's because 

of lite pulyt^uiial aiiiiiialiuii •»y:>- 

ton)^ N<wl in fhnv (pinvK H;»lf- 
Lifc, however uses a propri- 

vU^t y "^ktrltrldl ditiiikiUuii sy:>- 

tcm" that allows the designers 
to create beautiful, detailed 
characters with complex move- 
ments. Characters slink, slither, 
and leap with creepy realism. 

So how's it done? In otiwr 
games of this type, developers 
must move the entire hulk of 
a character's body, frame by 
frame, to render an animation 
of, say, a creature runnirxj. This 
consumes much of the com- 
puter's processing nbtlity .iml 
results in the aforementioned 
problems. Half-Ufe's skeletal 
animation system allows anima- 
tors to render ofily the charac- 
tprs' hortes TliP ovprtiying «.kin 
moves in sync with the under- 
lying bone system. 

In technical terms, the 500- 
or-so polygon size limit in other 
games' character animations is 
slwttered by Half-Lifes ability 
to snKwthly animate 6.000+ 
polygon characters at 30 
frames per second. You'll 
wonder how you ever got by 
bcfotc skeletal animatton! 



Action key and try to talk to him, 
see if he*s got any helpful sugges- 
tions dribbling out of that reced- 

ing-hairline. Rlu^-ftook mpton 

of his as to how we ran get th« 
heck out of this burning, blasted 
Chinese-fire-drilt of a facility. He*s 
babbling, flabbergasted. He can*t 
believe what he's hearing: Tm not 
actually going to abandon the 
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facility, am I? Abandon my post, 
abandon my government, aban- 
don The Project in its darkest 
hour? Perhaps Professor Nutball 
has a point. 

You will be assimilated 

Then, over his shoulder, in the 
dark. I can see one of Professor 
Nutball's former pocket-protector 
pals staggering around, his oh-so- 
dedicated-to-The-Project cranium 
firmly and terminally clamped 
within the jaws of some godawful 
thingum from another dimension 
that looks like a cross between 
Joe Pesci and a lawnmower 
housing. The late scientist and 
former human isn't even scream- 
ing any more, and his hands seem 
to have grown long vines or tenta- 
cles: There. I find myself thinking 
with detached and faintly clinical 
horror, is a guy who will never, 
ever type 90 words per minute 
again. 

That's it, Professor Nutball: 
Screw this, screw the project, 
screw Uncle Sam, and screw 
you -I am so out of here, boom. 
Vm a dot, Tm gone. 

Running full-tilt down the 
ruined, red-lit corridor now. that 
maddening klaxon cycling a 
groove into the fight-or-flight 
centers of my brain, jacked up on 
adrenaline and morphine analog, 
ready to shoot anything in my 
path that moves or fails to move, 
straining my paranoid vision for 
glimpses of Monster in the 
swooping white flashes from the 
rotating, disorienting emergency 
tights— and who the hell was the 
wizard of industrial design who 
decided that the emergency 
floods should rotate, anyway?— 
at which point I round a corner 
and begin to realize that I may 
be out of luck: At the end of the 
hall, the Emergency Elevator 
doors are already closing on a 
lift full of scientists, surface- 
bound like so many white-coated 
lab rats deserting a sinking ship. 




Know Thy Enemy 



Hie meek 
shall inherit the 
Earth. As soon as 
they conquer it. 



He used to rule 
' his lab techs with 
an iron fist. Now 
he scoops out their 
guts with a hand- 
ful of razors. 





f He's chewing 
a stogie, but 
you'd better not 
wait for the 
cancer to kill him. 



' The piranhas 
took one look at 
their new neightx)r 
and leaped onto 
dry land. We clainj 
no resiKjnslbility 
for niglitniares. 




_ You can run. You 
can hide. But it's 
fast. And if nothinci 
else is handy, you'll j 
do fine for foutl. / 

, Wearing a skin- 
/ tight outfit tailored 
[ by the people who 
brought you the 
Stealth bonilwr, she's 
so close to invisible 
that l)ats crash into 
her. But she can see 
you perfectly. /* 
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BREAK ON THROUGH TO THE OTHER SIDE: If you're quick-witted enough, 
you might be able to get the boys in uniform to do your work for you. 
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HALF-LIFE 
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A sinking ship that, let's be clear 
on this. I have yet to escape! 

Wait for me. you unbelievable 
jerks! I think, still running hope- 
lessly forward. When I realize I'm 
not gonna make it -and they're 
not gonna wait for me— I angrily 
crank off a couple of rounds at 
them, but miss. The lift doors seal 
when Vm barely halfway there, 
and by the time I reach the half- 
transparent doors. I helplessly 
watch that miserable pack of trai- 
torous, candy-assed quark-coun- 
ters swiftly ascending to blessed 
and enviable safety. Damn it. 

About four seconds later, I 
see them again, only traveling 
much faster, and going down. 
Evidently, the emergency elevator 
system was also damaged in the 
explosion. 



^^At the end of the 
hall, silhouetted in the 
dim red glow, is a 
shape that is entirely, 

utterly wrong 



ff 



I barely have time to bellow an 
avenged "YESSSS!" before I hear 
the free-falling elevator and its 
prat-pack cargo smashing to bits 
and gobbets at the bottom of the 
shaft. The elevator doors slide 
open again, and I take a peek 
down below. Where there was 
once simply the vertical terminus 
of a clean, functional, modern-day 
elevator system, there is now a 
car crash with nasty bits in it. It's 
Instant Karma, perfect enough to 
make me temporarily forget the 
danger crawling alt around me. 

Grinning hugely and happily 
whistling a tune from a Natalie 
Merchant album. I calmly descend 
the rungs of the nearby emer- 
gency-access ladder to provide 
mockery and aid. in that order, 
to the survivors, of which there 
aren't any. There is. however, a 
health power-up glinting brightly 
among the gore-streaked wreck- 
age, and I immediately snatch 
it up. Finders greeders, losers 
bleeders, that's what I always say. 

Welcome to my 
nightmare 

I turn back around. At the end 
of the hall, silhouetted in the 
dim red glow, is a shape that is 
entirely, utterly wrong. Long ropes 
or tentacles for fingers. There's an 
open elevator shaft at my back, 
and now this.. .thing.. .is coming 
toward me. I can't help wondering 
if it used to be Professor Nutball. 
Hope he isn't too ticked about 
that abandoning-TheProiect 
thing. 

i check my pistol. Two clips left. 
I know it won't be enough. Wish 
I hadn't capped off at those poor, 
panicked scientists who were 
about to die anyway. 

•*Ail right then." I sigh, and 



start walking to meet the thing 
halfway, the miserably inadpqii;)tp 
pistol in my hand. **Welcome to 
Earth, whatever you are. I'll be 
your tour guide....** #f 



H.ilf-Lifc's characters don't just 
Iwk rc.ilistic— they behiive just 
.»s you'd expect them to in rcil 
lift'. V.ilvc's proprietiry Al con 

(|uor*» tlw Karricr of "diiinb" 

(•notntcs tliat exhil>it absolutely 
no coiKcm for self -preserve ■ 
tton. Half-Life's characters 
strivo to stay alive. They duck, 
jump, hide behind harriers to 
avoid gunfire, and even retre«it 
if out(junr>ed. 

Creatures travelinq in packs 
I)r.icticc deceptively cunniiK) 
(iroiip bcKivior. While several 
meinlwrs of tlie pack kce|) yo*ir 
■ ittt'iitiofi, otlMTs will .itt<>cl( 
yon from behiiKl. Tlits l}ch.ivK>r 
IS carried over to tlie "monster 
ccolrxiy" m the animal-like alien 
creatures. WatchitKj liotimkyf'. 
from .ifar, you'll see the le.Mter 
on lookout while the rest of the 
IKick rests. Keep your distaiK.e 
.Hid yoti may be safe Get too 
close, aiKl tlie teader will alert 
the pack. 

Not every creature lias |)l.iced 
yr>u first on its dinner menu, 
eitlMT BuIIs(|ukIs, for ex^iniple, 
Ihite licadcrabs, and c/in cle.ir 
a roomful of the pesky critters 
with tlieir powerful, swatting 

t'lll with .HIWIZITK) fK'CCIMOtI .iikI 

s(x*ed. Keep that in mind when 
yfMir hack's <igainst tlK> wall 
with headcrabs a-teapin' aitd 
l)ulls{|uids close by. TItc hidef>iis 
predator just might spare yrnir 
life— that is, until the room is 
cleared of headcrabs. . 
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JUST ANOTHER DAY IN THE LIFE OF A 

- SWAT OFFICER, AS TOLD IN THE 

MISSION NOTES FROM SWAT 2 

f 
By William R. Trotter 

At roll call. Sgt. Alvarez iokimgly admonished us: -Everybody ready for a bank 
robbery?" We asked him why he anticipated a bank heist. "Simple iogic.** he replied. 
-It's payday, it*s Friday, and it's the last day of the month. Every bank in LA is bulging 
with payroll cash, tf you were a bank robber, wouldn't you choose today?" -^ -^ 

You should have seen his face when the call came in about io:is, informing us that a robbery was in 
progress in a suburban bank very similar to that one in North Hollywood. No one in SWAT wants this kind 
of situation to occur, but this is precisely the kind of incident we're trained to handle and we were all 
eager to do our best. Here's how it went down: " '^ .■"'"^ 

10:30 -The Chief arrives on the scene and gets briefed by the cops who're already there. One of the 
tellers tripped the silent alarm as soon as she realized there was a holdup in progress; the black-and- 
whites responded in a matter of seconds. When the bad guys saw 
all the cops outside, they freaked. Now theyVe barricaded inside, 
holding multiple hostages, and theyVe cut the phone lines. 

10:32 -The Chief authorizes the leader of Primary Element to 
deliver a throw phone to the bank's front door. Next, he orders my 
squad. Second Element, along with a sniper unit to deploy in support 
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of Primary. We form a contain- 
ment perimeter around the bank's 
rear entrance. The sniper team 
takes position on the roof of an 
adiacent building, where the spot- 
ter enjoys a good view of the 
bank's interior. 

103s -Primary Element makes 
its approach. Their scout "mirrors" 
the front entrance and signals that 
it's clear of any hostage or suspect 
activity. The element leader, hold- 
ing his MP-5 in the "high-ready" 
position, sneaks up to the front 
door, places the throw phone an 
arm's length from the 
doors, and retires. 
Two tense minutes 
pass, and then a 
woman comes out to 
retrieve the phone. 
The sniper reports: 
"Hostage spotted, 
female. She doesn't 
appear to be in immi- 
nent danger." 

The element leader 
is tempted to execute 
a hostage-grab: the 
woman's just stand- 
ing there, holding the 
throw phone as if it 
were a live grenade. 
But he decides the 
risk is too great. The 
hostage, responding 



to angry motions from one of 
her captors inside, returns to 
the bank. 

The dynamic entry 

10:39— One 0^ the tellers makes 
contact over the throw phone. 
Her voice is shaky, but she's not 
hysterical, which is a good sign. 
There are four other hostages, 
all employees, and, as we 
suspected, three robbers. The 
situation is tense, but not out 
of control. 

The Chief orders us to prepare 



for a "dynamic entry" (SWAT-ese 
for "busting down the door"!), 
but then he puts us on hold— 
seems the robbers have 
demanded a Brinks armored 
truck as a getaway car. They 
want us to leave it near the front 
door, with the engine running. 
"Let's do it," he says. "Let them 
think weVe cooperating-it'll keep 
them off balance," 

10:46— The Brinks truck pulls 
up, and suddenly things start to 
gel hot. Two figures emerge from 
the entrance and we hear the 
sniper's report: "We have a life- 
threatening situation— suspect 
holding gun to hostage." 

"Take the shot!" orders 
the Chief. 

It's amazing how swift, accu- 
rate, and deadly a single bullet 
can be when a trained marksman 
ftres it. One shot, one kill. As soon 
as they hear the rifle's crack!. 
Primary Element surges forward 
and grabs the hostage, pulling 
her to safety 

One down and two to go. 
After a brief, obscenity-laden 
message from the robbers, the 
throw phone goes dead. So we've 
freed one hostage and killed one 
crook, but by doing so, we've lost 
communications with the inside, 




LETS TAKE IT OUTSIDE: The members of a SWAT team can be called into action 
anytime, anywhere— as will you in SWAT 2. 



along with any complacency the 
suspects might have had. These 
are the equations in SWAT opera- 
tions, and sometimes the line 
between the plusses and the 
minuses is very thin indeed! 

10:49 -The Chief orders us 
to prepare for another dynamic 
entry. My squad will provide the 
diversion, while Primary smashes 
in through the front doors. 

The diversion & grab 

10:50 -My right hand grips a 
flashbang; I can sense the pres- 
ence of the others behind me, 
and t know they'll protect me, 
as I would protect them. A half- 
hour of real action has made us 
a tighter unit than all those weeks 
of training. 

Suddenly, I hear the Chief's 
command in my earphone: 
"Initiale'r "^ 

I prime the flashbang and lob 
it through the nearest window. 
then duck. Even with my head 
down and a concrete wall 
between the blast and me, the 
light is searing and the explosion 
shatteringly loud. Primary 
Element hits the front door, each 
member going through in alter- 
nating order so no one crosses 
someone else's line of fire. 

10:51— Primary team leader 
scans the bank lobby. Suddenly, 
a robber emerges from behind a 
counter, his Glock pointed at a 
hostai?f's head. Primary team 




Cow V. The SWAT 2 interface provides easy access 

to the vi/eapons and toots of the trade. 




leader tries to seize the initiative: 
"You don't have a chance. Drop 
the gun!" I won't repeat what the 
bad guy said in reply. The element 
leader quietly tells his rear guard 
to take a shot. Then he challenges 
the suspect once more. The 
robber seems to go nuts -he 
lurches to one side and that's 
the split second the rear guard 
is waiting for. 

A four-round burst from his 
SMG-9 and the suspect takes 
two in the shoulder. Unfortun- 
ately, he empties half a magazine 
from his Glock on the way down 
and the rear guard takes one in 
the body armor. A Glock round 
at that range, even one that hits 
armor, strikes like a sledgeham- 
mer, and the cop goes down, 
groaning and dazed. The hostage 
flees, screaming, into 
the element leader's arms. 

10:53 -The Chief orders my 
squad in through the back door. 
So far, from my point of view, 
everything has been tike another 
training exercise. Inside, it's very 
different: there are real lives at 
stake. Two hostages and one 
bad guy are still missing. There's 
only one place they could still be: 
inside the vault. 

10:54 -All nonessential per- 
sonnel are cleared from the area. 



We could, of course, blow the 
vault door, but only at the risk 
of injuring everyone inside. 
Sooner or later our bad guy 
will get hungry, but that might 
take hours. 

Sometimes, though, situations 
just fizzle out. The vault door 
opens a crack, revealing a 
hostage and a frightened- 
looking suspect. "Drop your 
weapon and come out with your ^ 
hands raised!" commands the 
nearest element leader. **0K, OK. 
whatever you say!" replies the 
robber, dropping his weapon as 
though the metal had suddenly 
grown red-hot. 

The end was sudden and 
decisive: two assaulters grab 
the visible hostage, the element 
leader grabs the suspect; the 
rest of us cover them with our 
weapons, in case the bad guy 
makes a last-minute grab for his 
gun. He doesn't. 

So that's how things went on 
my Hrst SWAT 2 mission. One bad 
guy killed, one badly wounded, 
the other captured without inci- 
dent; one cop injured, but all the 
hostages rescued unharmed. I9 

William R, Trotter is Senior Writer 
I for PC Gamer and the author of 
11 published t}ool(S. 



IT'S A LIFE- 
SAVING 
BUSINESS 

Few of us will ever find our- 
selves in the situation described 
in this story. But few of us will 

ovor hp mpmhpr^ nf ;» <\p<w-ial 

Weapons and Tactics squad. 
Games such as SWAT 2, how- 
ever, can give us a taste of that 
experience. Six members of tfie 

FieMKi SWAT unit <utU utte frmii 
the LA 3WAT iccviiUy pUiyvti 
the game and left no doubt 
about that. "It reminded me 
very much of what I do at 
work," said Officer Richard Hill. 
"Every time I made a mistake, 
I had to pay for it In real life, 
this is really happening to us." 

"This game makes you think, 
right down to the tactics that 
you're going to use in [K)srtion- 
ing your men," said Officer 
Richard Massa. "It shows the 
general public that SWAT offi- 
cers have a lot to consider It's 
not a shoot-'envup business, it's 
a Irfe-savinq business." 
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Cyberstorm 2 

combines real-time 

gameplay with the 

original's rock-solid 

strategy to create a 

fascinating hybrid 
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Cylierstomi2 
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By Mark H. Walker 

I ISSIONFORCE: CYBER- 

Storm was a criti- 
I catly acclaimed, 
turn-based ROM of fun. It pro 
vided legions of EarthSiege fans 
with a sit-and-ponder strategy 
alternative to the furious action 
of EarthSiege mechanized com- 
bat simulations. 

Given the original Cyber 
Storm's popularity, it doesn't 
take a gene-splicer to see why 
the creative types at Dynamix 
have followed it up with 
Cyberstorm 2: Corporate Wars. 
The game combines elements of 
real-time play with the original's 
rock-solid strategy to create a 
fascinating new hybrid. But it 



doesn't stop there. Cyberstorm 
2: Corporate Wars* multiple 
styles of play (real-time, turn- 
bascdf simultaneous turn- 
based), coupled with a new 
strategic base-building and 
technology-researching layer, 
give the game a several- 
games tightly 
wrapped- 
into-one- 
neat-pack- 

age feel. Let's unwrap that 
package, take a look inside, 
and figure out how to win these 
"games within a game.** 

In MissionForce: 
Cyt>erstorm you lived to 
fight. OK. fight and 



build killer HERCs. Still, if your 
on-field tactics were sharp, you'd 
win— at least if you could make 

it poM that first Cybrid base. 

The same isn't true for 




Cyberstorm 2. Yeah, you still 
have to wield a wicked HERC 
(or tank or anti-grav vehi- 
cle), but how technologically 
advanced that HERC is. what 
that HERCisHghting, and 
the security of that HERCs 
home base will depend on 
your leadership and clever 
resource management. 

Getting your 
act together 

Pick a corporation, any 
corporation. Which one is 
largely a matter of personal 
taste. If you like Cybrids 
(yeah, you can play Cybrids 
in Cyberstorm 2). pick Inter- 
stellar Strategic Initiative. 
If you prefer something a 
little more high-tech, buy 
into Hypersonic. 

Now pick a planet, any 
planet. Some, like Atlas, 
have denser terrain than others; 
some, like Oasis, are open 
desert. The planet types have 
very different effects on combat. 
Deserts dramatically inhibit bal- 
listic weapons. Lava flows tend 
to augment plasma weapons. 
If you like anti-grav vehicles, 
choose a dense-terrain planet 
that will hinder tank and HERC 
movement. This will let your 



"flyers" zip in for quick shots, 
then dart out of range of that 
cumbersome HERC or tank. 

Once youVe set up shop, 
upgrade your Launch Pad. YouMl 
want to take as many vehicles— 
whether HERCs. Cybrids. tanks, 
or anti-grav vehicles-as possi- 
ble on each mission. Although 
high-quality HERCs can often 
compensate for numerical 
deficits, superior numbers are 
a comfy advantage. Remember 
the words of Joseph Stalin: 
**Quantity has a quality all 
its own." 

Another thing: Put those sci- 
entists to work before you set 
out on that first HERC-busting 
mission. It*s best— at least in 
the beginning— to put your 
hard-earned cash where it will 
improve several areas at once: 
computers, drives, and reactors 
are good examples. Investing 
in specific weapons is tempting. 
A blast cannon is a sexy piece of 
equipment, but better computers 
will raise the hit percentages 
of all weapons, and better 
drives will enhance the speed 
of all units. 

Keeping up 
with the Joneses 

Once you have a few missions 




The HERC Base: Put your scientists to woric developing and 
building state-of-the-art weapons. 



under your belt, it's 
time to upgrade your 
property. Once again, 
ramp up your Launch 
Pad technology. 
By now youMI be 
encountering six to 
eight enemy units 
per mission, and 
youMl need at least 
five (some corpora- 
tions. Unitech for 
example, can only 
take four) of your 
own to deal with 
them. 

If you haven't 
already upgraded 
the Bioderm Facility, 
now*s the time to 
do it. Bioderms pro- 
foundly impact their 
vehicle's perfor- 
mance. You can't, 
however, get that 
profound impact 
without paying 
for it — both in the 
'derm's engineering 
costs and in the 
facility- upgrade cost. 
Advanced Bioderms will increase 
the number of times your lasers 
fry armor.. .or whatever. 

By midgame your opposition 
will come calling, and it's a good 
idea to spruce up the place with 
a couple of weapon turrets 
before they arrive. Make sure 
you spread the turrets out for 
maximum coverage. Turrets are 
tough opponents, and you'll be 
glad to have a multi-turret wel- 
coming committee when rival 
corporations visit. 

Information is also a tough 
opponent and a valuable ally. 
Consult the Status menu often 
and use the information it pro- 
vides to plan your strategy. For 
example, if you are third on the 
corporate totem pole, and CUC is 
just ahead, target their facilities. 

Cyberstorm 2*s strategic game 
is fascinating, but no matter how 
well you plan, you must rule the 




BOTH WORLDS: CyberStorm 2 allows you to 
choose between real-time or turn-based play. 



...you still have to 
wield a wicked 
HERC (or tank or 
anti-grav vehicle), but 
how technologically 
advanced that HERC 
is, what that HERC 
is fighting, ;ind thp 
security of that 
HERCs home base 
Will depend on your 
leadership dudi 
clever resource 
management. 
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The choice is yours: Ftoi . ,. ,.;j1 corpora- 
tions, planets, and terrains— the choices you 
make determine your mission! 

battlefield to win. Let's take a 
gander at some useful battlefield 
hints and tactics. 

Tfie right unit 
for the right job.^ 

HERCs are great. These "walk- 
ers"— lo-meter-tall chassis 
bristling with high-tech 
weapons -are not only formida- 
ble opponents, but the coolest- 
looking units in the game. 
Nevertheless, solar systems are 

...a 120mm autocannon punches 

Jhrough unshielded armor like a 

nail gun, but will rarely scratch a 

shielded target. On the other hand, 

lasers cut shields like butter, but are 

generally impotent against armor. 



not conquered with HERCs alone. 
Cyberstorm 2 includes a couple 
of new sci-fi favorites to play 
with: anti-grav vehicles and 
tanks. Employing them properly 
can often be the key to victory. 

Tanks: Tanks are big and bad. 
Not as bad as HERCs, but bad 
nevertheless. Although they 
carry better armor and weapons 
than the light HERCs, they have 
trouble traversing mountainous 
terrain. Use them when funds 
are tight or when you're fighting 
in the open. (In certain circum- 
stances, tanks are actually 
preferable— for instance, 
when youVe forced to fight a 
defensive action.) 

Anti-grav vehicles: The air units 
of Cyberstorm 2, anti-grav vehi- 
cles are best employed as scouts, 
or for quick dart-in. dart-out 
attacks. Don't try to fight a battle 
of attrition with them or you will 
wind up on the "attrited" end 
of the stick. 

..•and the right weapon 

Ever wonder what that swirly- 
glowy stuff is that surrounds a 
HERC when you connect with 
your weapons? It's an energy 
shield, and you must eliminate 
it before yon r;in p^nptrate an 

enemy's armor. Problem is, not 
all weapons dissipate shields 
equally For example, a 120mm 
autocannon punches through 
unshielded armur like a nail 
gun. but will rarely <;rratrh a 

shielded target. On the other 
hand, lasers cut shields like 
butter, but are generally impo- 
tent against armor. 

In turn-based Cyberstorm 2 
you have time to fire your 
weapons manually, using the 



shield-busting EMP guns, 
lasers, and PlasGuns first, 
then wading in with anti- 
armor weapons like the 
120mm auto- 
^ cannons. 

The real-time 
le. how- 
ever, moves loo quickly for this 
type of management minutia. 
Fortunately computers revel in 
minutia. Set your order prefer- 
ences to Auto-Fire at Selected 
Target, and the computer will 
empty the most effective weapon 
against the targeted enemy. 

Keep your eyes open 

Take a minute to look around. 
Learn to use terrain wisely. 
Certain types of terrain, such 
as rocky ground, provide cover. 
making your units harder to 
hit. Other locales— hills, cinder 
cones, and so on— can hide you 
from your opponent. 

If you have the Extreme 
Information option engaged, 
you can see how much of an 
opponent is shielded by terrain 
(or other units). The less you see 
of your target, the smaller your 
chances of hitting it. Remember, 
however, if you can't see them, 
they can't see you. Maneuvering 
out of an enemy's line of sight will 
force them to use valuable reactor 
energy to advance to a more 
advantageous firing position. 

Well, the wrapping is off 
and a few secrets revealed. The 
gamp is murh too deep to cov«r 
in ju«t on« strategy artict«. 

Nevertheless, we hope this 
primer helps you lo play a wee 
bit better, and lights the path to 
some improved corporate butt- 
Wcklng In each of the "games" 

wrnppprf in Cyh^ntnrm st 

Corporate Wars. 

Mark H. Walker was a notorious 
MissionForce: Cyberstorm addict. 
Hp livp^ in rural Virginia where 
he games, writes, and parents 
foralMng. 







A WHOLE NEW UNIVERSE 
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If it plays better 

than Diablo, adds 

new territory 

to Diablo, and 

creates a new 

character for 

Diablo— it must 

be Hellfire! 
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By Eric Carlton 



I HE GREAT DOOR SWINGS 

I Open wide to reveal a 
horde of the hideous 
undead. The room is thick with 
skeletons, zombies* and other 
unholy creatures, but towering 
above the thronging mass of 
decaying flesh and bone you 
see the most loathsome visage 
a living being could ever imag- 
ine. More than twice the height 
of the tallest man, the great 
Skeleton King, his head topped 
by a crown of gold and jewels, 
his mighty sword held high in 
anticipation of battle, stands 
astride his lesser minions. All at 
once a great cry wells up from 



the gathered legions and they 
begin to advance in unison. With 
only your modest weapons and 
a handful of magic spells, you 
leap into battle; only your skill 
and the strength that lies coiled 
in your sinewy frame will deter- 
mine your fate. 

just your average Tuesday 
night for anyone who's ever 
played Diablo, Computer 
Gaming World's 
"Game of the 
Year,** brought 
to you by the 
hit factory 




known as Blizzard Entertain- 
ment. (Blizzard's Warcraft II 
was PC Gamers' winner the 
year before.) 

As great as Diablo is (a fact 
that's been universally con- 
firmed by almost every game 
reviewer in the country), you 
can never get enough of a good 
thing. And thanks to Sierra, you 
ran now rf^visit the 
bctcQguered 
town of 
Tristram, 
in hetlflre, 
the only 
authorized 
expansion pack 
available for 
Diablo, Sierra con- 
tinues what only 
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Blizzard itself has done before. 
Sierra has created a best-of- 
breed product that does what 
alt sequels and expansion add- 
ons should strive to do: 

♦ Improve on the gameplay 
Hettflre's all new quests and 
Non-Player Characters involve 
you in the game more fully than 
in the original. 

♦ Eliminate bugs and an- 
noyances With the new jog/watk 
toggle available in Hetlfire, you 
spend a lot less time in town 
doing repetitive tasks, such as 
buying potions and selling use- 
less items. Plus the Healer now 
recognizes your importance to 
his town and he heals you auto- 
matically when you approach his 
dwelling. 

♦ Add new territory and 
EXPERIENCES New levels and foes 
are more intriguing than any- 
thing in the original game. 



I've got to get a life! 

Two things in my mind make this 
game stand out: First is the way 
that the Hellfire add-on turned 
the original levels of the game 
into a brand-new experience. 
(This is in addition to the new 
levels that Hellfire provides.) 

The second is that I had never 
successfully been able to involve 
my girlfriend, Sarah, in any com- 
puter game until HeUftre came 
along. When she started to play 
this expansion pack. I offered to 
play the original with her in mul- 
tiplayer mode. She would have 
noneof that— once I initiated 
her. she only wanted to play 
Hellpre by herself. For the first 
time I was a computer widower. 

When I finally got her atten- 
tion back, she told me that she 
found the Non-Player Characters 
in the new quests in Hellpre to 
be integral to her enjoyment of 
the game. She also liked the 
thrill of getting powerful new 
items to improve her abilities 



WREAKING HAVOC: The Monk is new on the scene, but he's no rookie. 
He has well-balanced statistics, new skills, and a wicked attack with 
his staff. 



I (something I like to call the 
j Virtual Shopping Syndrome.,.). 

I never thought 

I'd see the day ^ 

After months of multiplayer \ 
play with Diablo and other net- 
work-enabled games, and having 
the luxury of owning three net- 
worked computers, I never 
thought anybody would prefer 
a single-player version of any 
game with network capabilities. 
Yet I suddenly found myself, all 
of my friends, and my heretofore 
girlfriend playing (gasp) single- 
player Hellpre. 





^^If ever there were a 
game that captivated 
everyone around me, 

Hellfire is it^ 
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How DO I KIU TH£E? L£T MC COUNT THE WAYS: Hellfire 
boasts new spells, new levels, new monsters, new quests— 
and all the mayhem you can handle. 
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Taking stock: CIic-ck yuut mveiitory he<|uently lu kcl-(j track of all the 
new items and spells found in Hellfire (not to mention everything that's 
been carried over from Diablo). 




I LOVE THE SMELL OF IMMOLATION IN THE MORNING: By 
shooting fireballs in a 360-degree arc, this spell makes an 
excellent weapon when you're surrounded by monsters. 
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If ever there were a game 
that captivated everyone around 
me. Hellftre is it. The appeal of 
Hellfire is universal: I have intro- 
duced friends, family, and busi- 
ness associates from all tax 
brackets to the game and they 
all love it. Diablo and Hellfire 
are surely two of the few games 
that have evened the playing 
field previously dominated by 
male audiences. These games 
involve everyone, whether male 
or female, old or young, rogues 



^^These games involve 
everyone^ whether 
male or female, old 
or young, rogues 
or warriors/^ 



or warriors. 

If anything can attest to the 
addictive quality of this game. I 
think my situation can. Anyone 
know of a i2-step program that 
might cure this addiction so I can 
get my girlfriend back? 

What's new 
in Hellfire 

New character 

Hellpre*s Monk is definitely my 
favorite character in the two 
games. The character's stats are 
as well-balanced as the Rogue, 
while adding some new twists. 
The new skill is the Search skill. 
which also manifests as a scroll 
in the game if you play another 
character class. The Monk has a 
wicked attack when using a staff, 
allowing him to strike multiple 
opponents with a single blow. 
One caveat is that the Monk tops 
out at So natural magic points 
(the Sorcerer, for exam- 
ple, can have 255!). so 
be sure to keep 
powerful 
weapons and 
armor around 
for protection 
in the end 
game. 




New Items 

There are 30 new Items In 
Hellfire, with more than 10 
unique items that are either 
found at specific points in the 
dungeon or are bestowed on you 
upon the completion of a quest. 

New spells 

Six new spells will have you 
sucking up mana like it was 
ice-cold Yoo-Hoo: Warp, Search. 
Reflect. Berserk. Wall of Light- 
ning (drool), and Immolation 
(I'm really not a pyromaniac, 
normally). 

New monsters 

Twenty-three new enemies and 
six new master demons will 
infuriate and beguile you. while 
being wholly entertaining at 
the same time. 

New levels 

There arc eight new levels. 
If you are lucky enough to 
retrace your steps and 
come up with a sturdy- 
enough character, or if 
you have a godlike 
hero that you can 
import from your 
old Diablo days, 
you might just 
t>est the 
demon of 
demons. In 
addition. Sierra 
offers high-level 
characters as a 




download from 
their website if 
you feel like 
you've already 
taught the ugly 
beasties a lesson 
the first time. 



New quests 

If you are savvy enough to com- 
plete the levels from the top 
down for a second time. youMl 
be pleased to find that Sierra 
has crafted many new quests 
for your enjoyment, even in the 
original Diablo levels. 

New non-player 
characters 

While you control your choice of 
the Warrior, Rogue. Sorcerer, or 
Monk character, the townspeople 
that inhabit Tristram have an 
agenda of their own. The towns- 
people and several creatures you 
encounter in the underground 
levels are the Non-Player Char- 
acters in the game. 

For those of you new to Role- 
Playing Games (RPGs), you are 
able to interact with NPCs, but 
their actions and responses are 
controlled by the computer. All 
of the familiar NKs of Diablo are 
still there; Sierra has gone the 
extra mile in Hetlpre^ introducing 
many more NPCs that add to the 
background story surrounding 
the add-on. Make sure you inter- 
act with all of them, because this 
is the only way youMI see some 
of the new items in the game (for 
example, after completing his 
quest, the farmer will give you 
an interesting little trinket that 
affects how much you can carry 
in your inventory). 

Dungeon 
Diving 101 

Here are a few hints and tips to 
help you make sure Diabh won't 
cast your soul into the abyss. 



Hellpre requires a complete 
version of Diablo to run, and 
while it is single-player only. 
you can transfer existing single- 
player characters from Diablo. (If 
you don't, you'll have to play all 
the original levels over again — 
though this time with the new 
Heltfire quests.) If you've let 
your old characters wander off 
your hard disk, you can down- 
load one of the high-level char- 
acters Sierra has made available 
on their website. 

Be sure to download the 
patch from Sierra's website 
(www.sierra.com) to fix several 
small problems involving the dif- 
ficulty, levels, and quests. You 
can play the game to completion 
without it. but the experience is 
much more involved and intense 
if you take the time to do the 
download. 

The Hh« is relatively easy, 
but the Crypt is tough. Don*t 
expect to find a lot of potions 
on this level, even though the 
monsters appear like popcorn 
in a microwave. 

The Berserk spell works 
through the Crypt level, but you 
don't get character points for 
the possessed-creatures kills. 

Since the Search skill of the 
Monk takes no mana points, you 
can cast it an absurd number of 
times in a row; the spell will last 
longer the more times it is cast. 

In Hellfire you must make sure 
that you build up your character 
before attempting the later lev- 
els. If you choose to play from 
level 1 again, you must make 
sure that you finish every level. 
Only then wilt you have enough 
experience to deal with the later 
levels. 
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YOU'u NEVER WALK ALONE: Whether you're in the Hive (top) or 
the Crypt (bottom), watch out for such horrors as the misshapen 
Tomb Rat. the vile Hork Demon, and the ghastly Hellboar. 



The Oils of Accuracy. 
Sharpness, and Blacksmith and 
their Great Oil counterparts are 
incredibly strategic. You can now 
have even a very basic weapon 
that has plus damage (meaning 
it will inflict more damage than 
expected) and pluses to hit 
(meaning greater accuracy and 
the increased likelihood that 
you'll connect with the first 
blow), and that you can 
repair without going up 
to town. 



According to Sarah, Eric 
Carlton is a very intelligent, 
handsome, and sexy young 
man, but he cheats at Hellfire/ 
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You'll be the Lord of the Sky after 
Pro Pilot initiates you into the world 
of rolls, spins, stalls— and the 
infamous Hammerhead 



By John Petrick 

Hushing the envelope 
can perhaps be best 
described in non-fty- 
boy terms as playing cards with 
fate. Sometimes you get a good 
hand, sometimes not. When you 
take that concept a step further 
and stuff your butt into the cock- 
pit of a Cessna Skyhawk 172, 
pushing the envelope may not 
be that smart of an idea. But 
boy, can it be fun. 

Since many of us working- 
class slobs can't afford to jump 
in a plane and do circles around 
the local airport until our hearts 



arc content, Sierra Pro Pilot has 

provided us a means to learn to 

fly at leisure. 

Logging 

a lot of 

flight time and 

receiving quality 

Instruction without 

leaving the 

comforting 

glow of our computer monitors 

Is now possible. 

FHmii rookie 
to Blue Angel 

You won't just be able to jump 




into the plane and start execut- 
ing your audition moves for the 
Blue Angels without some train- 
ing. Practice realty does make 
perfect in this simulation. First 
things first, check out the 
Ground School, a very compre- 
hensive and thorough s«ries of 
instructional videos and lessons 
meant to make Lords of the 
Skies out of you and I. 
The instructors 

will go 
over things 
pretty quickly, 
so It's best to take 
notes. You'll learn about 
everything from Instruments, 

Controls, and Communications to 

flow to do a Constant Altitude 
Turn to doing Lazy Eights. You 
can even play the same video 
over and over until you under- 
stand what a Vy Climb is without 
fear that your instructor will bash 
you over the head with his (or 




Bogey at 12 o'clock: Spin, roll, and stall all over the friendly skies of 
this Sim's North America. Gain experience unobtainable in real life. Fly 
through the Grand Canyon— there's no FAA to chase you down! 



her) clipboard. 

When it's time to put theory 
into practice, you can jump 
behind the prop of five different 
kinds of planes: the aforemen- 
tioned Cessna Skyhawk 172, the 
Beechcraft Bonanza V33, the 
Beechcraft King Air B200. the 
Beechcraft Baron B58, and the 
impressive Cessna Citationjet 
525. Each plane is rendered in 
exacting detail, right down to 
every switch in the cockpit. 
Starting out, it might be in your 
best interests to go with the 
Cessna Skyhawk 172 as it is the 
most forgiving of the planes and 
you'll need all of the forgiveness 
you can get in the early going. 

Taking off from the runway can 
be an adventure in itself. Once 
you get clearance from the tower 
to bolt off into the wild blue yon- 



der, be sure to check for 
approaching aircraft so someone 
doesn't land on your tail as you 
speed down the tarmac. 

Once in the air. youMI want 
to get comfortable with the 
controls and probably push the 
envelope a bit just to get the 
hang of what and what not to 
do while in the air. And since it's 
a simulation, you don't have to 
worry about pushing a little too 
far and causing any undue agony 
to your hide or your checkbook. 

Time for some 
airborne aerobics 

With the basic flight mechanics 
under your belt, you'll probably 
want to start seeing what you 
can get away with up in the 
friendly skies. 
One of the first maneuvers to 



try is the infamous stall. To stall 
your engine, pull your throttle 
alt of the way out. and pull the 
nose up gradually. You'll start to 
lose lift, your airspeed will drop 
to zero, and your stall-warning 
horn will start screaming like a 
banshee. To recover from your 
stall, take your throttle back 
up to full power while lowering 
your nose back to the horizon. 
Maintaining the level horizon 
is the key to pulling off this 
maneuver. Your plane will want 
to lurch downward and put you 
in a particularly nasty dive if you 
don't do it correctly. 

Once you have the stall down, 
you'll probably want to try some 
spins. Spins are tricky little bug- 
gers to pull off and require a lot 
of practice. To throw your plane 
into a spin, pull your throttle all 
of the way out and pitch your 
nose up slightly until you stall. 
Once you stall, turn full rudder 
to the right or left. You should 
be plummeting in no time flat. 
Before reaching for that airsick- 
ness bag, bring your throttle 
back up to full power and move 
your rudder back to the center 
position, all the while increasing 
your climb until you are level 
with the horizon again. 

When you've recovered from 
your inevitable dizzy spell, try to 
do the dreaded Hammerhead. 
To pull this trick off, you'll need 



SHE WIZARD 
IF FLIGHT 
PLANNING 

You can easily plan a route 
from Point A to Point B with 
Pro Pilot's handy-dandy Flight 
Planning Wizard. Go to the 
Planning menu and select 
Crtatf Flighi ^ i;')C 

VFRor IFRf. 
craft to fly, your cruise 
settings, and of course vour 
departure and destination 
points. Don't know the airport 
code? Just type in the name of 
the city or location and the 
wizard will show you the clos- 
est matches as well as give you 
all sorts of useful information 
about the airport in question. 

Once you have your plan 
figured out, you can view it 
on the map, and then set your 
weather manually or randomly. 
All tl»e information for your 
trip, including your trip tin>c, 
distance, and amount of fuel 
needed, is then added to your 
flight log. You can save all this 
informatk>n so you can fly at 
will and resume your trip at 
any time, which is especially 
handy for tliose midflight trips 
^ the kitchen for more pie! 




Scene stealer: The terrain you'll fly over will remind you of home 
because it is home, from L^dy Liberty to the Space Needle. 
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Cessna Skyhawk 172 




BEECHCRAFT BONANZA V35' 
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Beechcrar King air B200' 




to maintain a constant altitude 
and then switch to full power on 
the throttle. When full power is 
achieved, pull back on the yoke 
until you're about 20 degrees 
nose-high, and maintain your 
climb. Right before your airspeed 
reaches zero, push forward on 
the yoke to avoid stalling your 
wing (or lift). When done prop- 
erly, your plane will suddenly 
pitch about 20 degrees nose- 
down, then back up and then 
down again until you level back 
out. Think of it as an especially 
treacherous day in the surf. 

A roll isn*t just a tasty In-flight 
snack, it's probably one of the 
more dangerous maneuvers to 
try while swooping through the 
skies. To execute a roll, keep the 
plane level and then pitch down 
about 2 degrees nose-low. Hit 
the ailerons hard left or hard 
right while keeping your rudder 
straight. You should begin to 
pitch into your roll and lose atti- 
tude. To recover, straighten the 
ailerons and raise your nose no 
more than 5 degrees. Be sure to 
have a lot of altitude before you 
try this one out or you'll find 
yourself doing a face-plant into 
terra firma faster than you can 
reach for your airsickness bag. 

What happens when a gull 
flies into your engine intake 
and leaves you without power 
at s.ooo feel? You can't really 
simulate the gull part, but you 
can shut down your engine and 
try to land. It*s not as hard as it 
sounds, because most planes 
are designed to glide in the 
event something catastrophic 
happens to the engine. The 
first order of business is not 
to panic. Keep the plane level 
and descend very slowly back 
to earth. You will have to baby 
the aircraft all of the way down, 
but the plane will land. Be wary 
of nasty crosswinds and make 
sure your landing gear is down 
before you land. Reproduce this 
stunt over heavily populated 
areas for a more dramatic effect. 




II ■iiiB 

Practice, practice, practice: You can't step aboard a plane as 
a rookie and emerge one flight later ns Chuck Yeager. Start your 
career at the Pro Pilot Ground School aixJ take advantage of tfie 
instructional videos. 



Head to head 
with Pro Pilot 

it's one thing to practice and 
then master these moves. Once 
you have them down, you can 
spin, roll, and stall all over the 
friendly skies of North America. 
The terrain features in Pro PHot 
are exceptional and can be 
breathtaking to behold whether 
you're flying over the Bay Area, 
practicing Hammerheads in the 
Grand Canyon, or buzzing 
Seattle's Space Needle. 
Everything is represented in 
painstaking detail. You can chal- 
lenge yourself by adding nasty 
crosswinds to your flight plan, 
adjusting your visibility^ or even 



selecting what time of day you 
want to fly. 

Pro Pilot is possibly the most 
comprehensive flight simulator 
to come along in quite some 
time. It is unparalleled in its 
depth and realism, providing a 
compelling challenge to novice 
flyers as well as the most griz- 
zled veteran wingmen. If there is 

a challenge you are willing to 

face or a lesson you may have 

not yet learned, Pro PHot will 

meet you head to head on a level 
and stunning field. ^ 

WhHe lohn Petrick has never 
gotten airsick, his prowess with 
seasickness is iegendory. 
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CMMMMMMMEn 3D Incep^€>w 

't real Space Shuttle technology into your hands 

lifith the latest in next generation 3D gaming. 

Millennium's 3D pitch-over, fast action grip 

allows players to wipe out opponents like 

^ "o other joystick. 100% digital technology 

^ precise control and instant setup makes 

s a killer stick. 
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Rasre 30 

This futuristic 3D/2D gamepad with analog accu- 
racy and digital speed gives you unbeatable in 
your face gaming. Rage's revolutionary 
ergonomic design allows for endless gameplay 
and enables up to 4 players to play at once. 



» Experience the thrill of real NASCAR racing 

action with the hottest wheel on the track. 

uper-realistic design, quick clamp set-up 
nd great feel puts you in the driver's seat 
X all your favorite racing games. 



TOP CVN 

Excels in all your favorite simulation and action games. 
Gives you the competitive edge you demand when 
battling aliens, carrying out interplanetary missions or 
just blowing away the bad guy! 
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THRVSTIVIASTE 

www.thrustma8ter.com 

ThrustMaster Inc.. 7175 NW Evergreen Parkway #400. Hillsboro. OR 97124. 503-615-3200 
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In Red Baron II, all's never quiet on 
the Western front 



By Mark H. Walker 



D 



n the following story 
I you'll be taken on patrol 
I high above the trenches 
in World War I. You'll find many 
tips on tactics along the way; 
learn them welt and you may 
live to fly your next patrol in 
Red Baron IL -Editor 

It was a fine day. Much too fine 
for killing. But we didn't choose 
the stage, nor the script, we 
merely played our parts. There 
were two of us that morning: 
Eddie Brown and me. Eddie had 
been all grins at breakfast, excit- 
edly reading his latest letter from 
Annie as he wolfed down a small 
mountain of sausage and eggs. 



''Smell that, would you?" he 
chided. waving the perfumed 
letter under my nose. He closed 
his eyes as he once again passed 
the paper over his lips. "She's 
sweet. I tell ya.** He paused, 
studied the eggs on his fork and 
grinned. -| don't need a plane 
today; I'll just spread my arms.** 
He laughed, and tucking his 



hands under his armpits, flapped 
his elbows. 

Me? I didn't feel so good. 
I was tired. Way past the kind 
of tired I got spiking tobacco 
back home. Yeah, the work in 
the fields was hard, but Mom 
always had a good meal ready 
for me, and a bed with fresh 
sheets to sleep in. And of coursp 
harvest season ended. This war 
never would. 

You don't fight a 
war ffom chalkboards 

We had the morning Combat Air 



Sure, ENGINE AND PILOT HITS 

are more dramatic, but 
SHREDDING A CONTROL 

SURFACE is THE QUICKEST 
WAY TO DOWN AN AIRCRAFT. 




Patrol. There was a munitions 
factory about three miles from 
our aerodrome, and the skipper 
told us to keep a protective eye 
on it. The factory manufactured 
FT-17 tanks like the ones that Lt. 
Col. Patten's boys had used on 
the St. Mihiel salient, and intelli- 
gence said that the Germans 
might risk a bombing run. But 
they were never right. What did 
they know about war? You don't 
fight a war from chalkboards. 
You fight it from your gut. 

We climbed to 6,500 feet in 
our Spad Xllls and banked into 
a lazy oval over our aerodrome. 
I was lead, Eddie was wing. 



There were traces of clouds at 
10,000, but otherwise it was a 
gorgeous day. The Janeau 
sparkled like a silver ribbon as 
it wound through the red-gold- 
green French countryside. Back 
home. Carolina might be playing 
Duke. 1 might be on that team- 
might be. if it weren't for this 
war. I glanced at Eddie, 50 yards 
off my right wing. He flashed 
back a wide grin and flapped 
his elbows. 

Five minutes later they came. 
I was kidding myself, I guess. 
With my luck there was no way 
the bombers wouldn't show. The 
factory's air-raid sirens began to 




Moderation in all things: Avoid prolonged machine gun bursts— the heat wilt 
jam your guns. And hold off until you're within 50 yards of your target— you're 
unlikely to hit anything beyond that distance. 



howl. I craned my 
neck to one side, 
then the other, 
the engine droning in my ears. 
I could see Eddie's head t>ob 
as he did the same. We looked 
at each other and shrugged. A 
false alarm maybe? We both 
knew better. 

Boom. Boom-crack. That 
was the heavy stuff. We saw 
dirty cotton balls blooming to 
the south of the base. I reached 
for my flare pistol, but Eddie 
needed no prompting. He knew 
as well as I. where there is 
smoke, there is fire-antiaircraft 
fire. And anti-aircraft fire could 
only mean one 
thing— bombers. 
We headed for 
the flak curtain, 
careful to stay 
above s. 000 feet. 
The big flak guns 
are a nuisance, but 
terribly inaccurate. 
On the other hand, 
the heavy machine 
guns could send 
up a deadly stream 
off)re. I wanted to 

stay above it, even 

if it was intended 
for the Bosch. 
Two junkers j.is 
emerged from 
the flak as we 
approached. They 
were on our left. 



SuL»DkN iMPAoi. Tttesi; are blinuldUoits of U(« red) 
planes that flew in World War I. Pay attention to the 
cockpit instrumentation— it's not there just for show! 




Frank Luke had just one friend in 
tite 27th Aero Squadron: Joseph 
Whcrner, his wingman. When 
Wherner was shot down while 
protecting Lti' Mi 

pushed the en jke over 

the edge He later stole one of 
his squadron's Spads and went 
up alotv«. Mistake! Luke was 
wotiiKlcd and forced to land 

behind enemy lines, where he 
died in a gun battle with German 
troops. (Legend Iws il that Luke 
pulled his gun first.) In 1919 
Frank Luke was posthumously 
awarded the Medal of Honor. 

MORAL: It's dangerous to be a 
winqman. But don't leave home 
^lHhoutone. 
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"One thinq you will notke right 
aw Red Baron II is a 

rich 'I, historical design. 

Every attempt has been made 
to immerse the player Into the 
feelinq of World War I aviation. 
Th4 rtial 

mil- 1 ( om- 

menlary give that being there' 
effect like few other games I've 
ever played." - 0GR.COM 

i.. 

■■■HF the best experiences 
^fewCver had playing a ffiqht 
simulator. Emphasis is on the 
word play l)ccause Red Baron II 
is damn fun!' 

- GAME-REV0LUTI0N.COM 
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My struts creaked as we banked 
right, then left, approaching 
them from behind and below. 
Bombers are simple, at least if 
you stay in their blind spot. The 
rear gunner can't see what is on 
his tail, and couldn't shoot it if 
he did. So the trick is to come at 
them from behind. 

They're simple, but no cake- 
walk. My junkers pilot flicked his 
plane side to side, opposing the 
rudder and ailerons, and swing- 
ing the junkers like a pendulum. 
The rear gunner would squeeze 
off a burst whenever he saw me, 
but the shells flew wild, passing 
over my head. 

My Vickers were silent. I knew 
that the chance of hitting any- 
thing from greater than $o yards 
was remote. So t waited, slowly 
closing the distance to the bob- 
bing junker. I flew smoothly, 
avoiding the temptation to react 
to each of the bomber's moves. 
On my right I could hear Eddie's 
guns chatter. 

The quickest 
way to the kill 

Slowly, tike a flsh on a line, 
I reeled the Germans in. Gently, 
almost wishing my sights to their 
target, I aimed at the Maltese 
Cross on the underside of the 
Junker's left wing. Sure, engine 
and pilot hits are more dramatic, 
but shredding a control surface 
is the quickest way to down an 
aircraft, t squeezed a short burst, 
then another, avoiding the temp- 
tation to mash the firing button 
for too long. Heat is a Vickers' 
worst enemy, and long, barrel- 
heating bursts often jam them. 

The bullets claimed their due. 
The wing's fabric tore, and a 



The REAR GUNNER can't 
see what's on his tail, and 
COULDN'T SHOOT if he did, so 
THE TRICK IS TO COME 
AT THEM FROM BEHIHD. 



I Baron U is a great 
historically rich WW I combat 
simulation, maybe the bc^t ever" 
- PCME.COM 



"If you're worHlering about the 
quality of this title, set your mirxJ 
at case: The B<iron is back!" 

■ Tim Elhajj, GamePen 




NEVER GIVE AN INCH: Once you've spotted the enemy, you must 
turn toward him. Diving or turning away exposes you to attacks 
from the rear— and a good marksman will make you pay. 



strut splintered. The pilot's head 
snapped toward his damaged 
wing, mouth agape. Another 



saw the stream of red-white 
shells plow into Eddie's engine. 
Fingers of fire leaked from the 
engine cowling. 

"I'm coming Eddie," I 
screamed, knowing he couldn't 
hear me. I dove for the 

Junkers and its life- 




burst and the 
Junkers dove into 
a crazy, flat spin. 

As I turned to fol- 
low my stricken 
Junkers to its grave. 
I saw Eddie Brown die. 

They were below me. The pilot 
of the other Junkers had stalled 
the bomber, dropping the tail so 
the gunner could engage Eddie. I 



sucking gunner. 

Eddie's Spad flew level. Maybe 

he'll make it. But I knew he 





You're still playing 

your computer games 

without a joystick? 





Cat and mouse: in stalking your enemy, try 

keep a respectful distance between you 
.jid any troops on the ground. Even ^'friendly 
fire " can be deadly. 



couldn't. The flames, fiercely 
fanned by the onrushing wind, 
raced down the fuselage. As 
I watched, Eddie grabbed the 
wing, pulled himself out of the 
cockpit, and dove out of his flam- 
ing craft. His last words were a 
garbled scream. Aaaaannieeee. 

I screwed my eyes closed, 
trying to shut off the scream, the 
war, the world. When I opened 
them, the junkers filled my 
sights. The gunner was working 
frantically with his gun. A jam! 

The face of battle 

He glanced up, perhaps hearing 
my engine. Our eyes locked. He 
took his hands off the gun and 
shook his head. I had heard of 



pilots letting helpless victims 
fly free. I wondered if any of 
them had heard Eddie's scream. 
I crushed the firing button, 
sending a fusillade of shells into 
the Junker. 

I didn't have to follow the 
Junker down; I knew it was a kill. 
I turned for base, more tired than 
ever. The sun shone brightly, 
somewhere— an ocean away— 
life was normal, boys played 
football, and a young girl named 
Annie scented a letter that Eddie 
would never sniff. 

Mark H. Walker is a longtime free- 
I lancer in the gaming industry. He is 
I currently wrapping up The Tribe, a 
i military science-fiction novel. 



I squeezed a SHORT BURST, then 

another, avoiding the temptation to mash 
the firing button for too long. 

HEAT IS A VICKERS' WORST ENEMY 

and LONG BARREL-HEATING 

BURSTS OFTEN JAM THEM. 





SAVE '40! 



Get huge savings with our 
exclusive bundle with the 
Millennium 3D joystick from 
Thrustmaster. The Millennium 
3D gives you complete flight 
control with a 100% digital joystick 
that features 5 buttons, POV hat. 
throttle slider, and the unique 
"pitch-over" design created by 
Thrustmaster for NASA's Space 
Shuttle Program. Pick up the 
bundle with Red Rnron II 
und you huvc a killer i 
flight sim package that \ 
can't be beat! 

RED BARON ll/MILLENNIUM 3D BUNDLE 

Order #RBNML $99.95 

Call 1-800-757-7707 

OR VISIT.US ONLINE AT 

www.sierra.com 
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ATITk ere's your chance to save big on 
hI^W Sierra's top-sellers: Just order two 
^^^products priced at $29.95 or higher 
and you can choose any other software 
product* shown on the next four pages for 
no extra charge. That's right... any soft- 
ware product you want, absolutely FREE! 
So check out all of the top-selling titles on 
the next four pages, choose the ones you 
want, and SAVE when you order direct 
from Sierra! 
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BUV TWO PRODUCTS JJVR $59.95! 




Pilice QuesL 
SWAT^Z 

reaiures 30 all-new 
real-time missions, 
plus a map editor 
that lets you create 
your own crime- 
riooen scenarios fof never- 
ending gameplay. And this time you can play 
the heroes and the bad guys against as many 
as eight other players' 

#70310 Win 95 CD $49.95 

Fittiiafl 
Pn'M 

Design your own 
league, run a fran- 
chise from the 
front office, call the 
plays on the side- 
lines or join the 

action on the field! Features up-to-date stats 

for every NFL team, plus play-t)y-play from 

Howard David of CBS Radio 

#70030 Win 95 CD $19.95 



MBaroiull 

Fly nwre than 20 
vintage aircraft in 
the skies over 
Europe in the sequel 
to the biggest WWI 
flight Sim of all 
time. Features texture- 
mapped graphics, a unique new Mission 
Builder ar>d close-up, head-to-head dog- 
fighting action. 

#83680 Win 95 CD $54.95 




Ski Racing 




ll'^CSHg ■Bring the adrena- 
r iBil^H I line-pumping thrills 
I ^HK I of downhill ski rac- 

I '^^ ^^9 1 '"^ ^^ y^^ ^^- ^' 

I ^^^^^^ ^^1 I *'^ ^'**^^* events 
^'—""■^9 ^1 "^ six world-class 
L.|g ^^\ -ourses. World 

^I * Champion Picabo 

Ou'eei gives you tips as you tackle 
Downhill, Staiom, Giant Slalom. Super G 
and Combined. 

#70075 Win 95 CD $19.95 



Baseball 
Pro 38 

features complete, 
up-to-date stals for 
every MLBPA- 
licensed player. 
Now features an 
enhanced Arcade Mode 
to let you choose between ultra-realistic 
simulation and swtng-tor-the-fences funi 

#70045 Win CD $19.95 



Police QuesU 

Collectioi 

lake the quest 
that takes on 
crime with the 
most gripping 
series of law enforcement 

simulations and adventures ever created! 

Five complete Police Quest games in 

all, including Daryl F Gates' Police 

Quest SWAT. 

#72560 DOS/Win CD $29.95 





*NASCAR.IUang 2 and CART* Racng are nrt avaitablr « frw bonui seteciwm 
Sptci^ oHrr vaM m the U\ «td CmvkU oo»y To quaMy fof a fr«e boiHn you 
fiMS! ordw two or more products priced ow#r S29 9S each Products purchased 
separately do rw qoalrfy. No subsirtutnm wil be allowed OHer Imited to sop 



900dinUS arxl Canada on»y Not vaM vnth other offers or coupons. Offer ends 
August 3t. 1998 




HentH'" 

Itie only 

authorized Diablo 
expansion pack 
brings new 
adventures, new 
weapons and a 
whole new class of characters to 

the award-winning Diablo. Includes singie- 

player action with 8 terrifying new levels 

with 12 new weapons. 

#69957 Win 95 CD $19.95 
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y five popular 
civilian aircraft in 
the most complete 
3D flight sim ever 
created! Pro Pilot 
takes you from ini- 
tial tlying lessons to solo flight. Includes 29 
cities across North America, with over 27 
million U.S.G.S elevation references. 

#83461 Win 95 CD $54.95 





Cyterstini^''Z 

Corporate wars of the future take shape in a strategic 
challenge that combines real-time action with turn-based 
strategy. The all-new Cyberstorm ^forces you to manage 
your resources in order to build a force of Bioderms and 
HERCs capable of taking on the strongest Cybrid forces 
in the universe. 

* 69987 Win 95 CD $39.95 



Enter a fantasy world that combines turn-based explo- 
ration with real-time combat Fe^ures a 30 game map. 
with 16-bit SVGA graphics and a powerful 30 map editor 
that puts you in control of terrain, topography and texture. 
#70195 Win 95 CD $29.95 




Kim's Qmwl Cftlitrtt9M 

Get all seven King's Ouesf adventures in one package 
together with three additional Roberta Williams hits: 
M/xed-Up Mother Goose Deluxe. The Dagger ofAmon hd 
ind The Colonel's Bequest That's 10 games in all! 

#73120 DOS/Win CD $29.95 



CALL TOI.I. FREE OX-800-T5Y-T T07 
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Complete LandDesigoep ** 

This powerful, 
^'3sy-to-use 
:>ottwafe 
includes four 
premium 
products: 3D 
Landscape, 
Photo Land- 
Designer. Garden Encyclopedia 
and 3D Deck Togeltier tt>ey give you 
everyttiing yoo need to brif>g larxlscape 
projects to life. II gives you full color photos 
and detailed information on over 3.500 
flowers, trees, stirubs and more. 

#69988 Win 95 CD $49.95 






USA 98 
Streets & 

Destjnatiois"' 

" u^ya streets 
and Destinations 
includes detailed maps of all 50 states, with 
detailed listings for more ttian two million 
hotels, restaurants, txjsinesses and attrac- 
tions that make it easy to plan any trip 
You can even customize and print maps in 
full color or black and wtiite Includes t>un- 
dreds of dollars of valuable travel coupons 
and a free travel guide! 

#69978 Win 95 CD $49.95 




Power 
Ctiess^ 98 

Play tt)e Power 
Chess King, an 
adaptive opponent 
who stretches your 
abilities but gives 
you a fair chance to 
mu Of p.ay ihe Power Chess Queen, 
poKwred by the legendary WChess engir)e 
that battled IBM's Deep Blue to a draw 

#70280 Win 95 CD $29.95 



Print Artist 
Crattfactiry' 

Now there's a 
publishing pro- 
gram just tor kids' 
Print Artist Craft 
Fac/or^ includes 
600 layouts and over 
5.300 colorful graphics that make It easy for 
kids to create fun, unique greeting cards, 
craft projects, signs, poster and lots nrore! 

#70160 Win 95 CD $29.95 



Cr-Aft 



Get behind the wheel of a 700-hp stock car and race against 
the actual cars and drivers of the t^CAR» Winston Cup 
series Includes 16 legendary NASCAR* tracks, with incred- 
ible realism that really takes you racing 

#83553 Win95yD0SCD $29.95 



Lorils Royal Collection 

Get (he real-time meoievai strategy challenge of the 
smash hit Lords of the Realm II. plus the new Internet- 
'eady Lords II Siege Packdi\6 the hard-to-find original 
version of Lords of the Realm in one Royal Collection. 

#70315 Win 95 CD $39.95 



Liris It tHe Realm^ II 

Chaos reigns across the land as you lead an arrrry of 
knights, archers and swordsmen into battle and try to 
smash your way to the throne of England Features 
single-player or head-to-head real-time medieval 
strategy challenges 

#83710 Win95/DOSCD $29.95 



Lris of die Realm " II Siege Pack 

The new Siege Pack for Lords of the Realm II lets you 
lump right into battle with 20 new battle maps that 
*ill test the mettle of even the most seasoned war- 
ords Also includes head-lo-head Internet combat! 
^77100 Win 95 CD $19.95 




1 OUT705T2 




Order on tlie we^: www.sierra.com 



M w The sequel to the 

>l ' _ most talked-about 

space strategy game 
I of all time combines 
an all-new story with 
real-time gameplay. open- 
ended multiplayer missions and incredible 
65.000-color graphics Play head to head 
via Internet, network or nx)dem. 

mm Wm%CD $29.9& 



Cfvnwir 
Geiw-als"'! 

.^■rnand Union 
or Confederate 
forces in 40 Civil 
War battles, in 
xtion that takes 
you to both the Eastern 
and Western theaters. Features over 60 types 
of weapons and many new unit types, plus a 
new map editor and head-to-head battles 

#70225 Win CD $49.95 




Now there's a 
family tree 
program that's powerful 

yet easy to use Generations Deluxe 

includes ^ CDs with all the tools you r>ccd 
to pass on your family heritage Produce 
beautiful charts, import photos, search fam- 
ily records and more with ease' Includes 
records ot more than 5^ million people and 

links to ovef 26.000 yeiiealouy websilt» 
#69053 Win CD $39.96 
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leisure Suit 
Larry's Casino 

Step up to the table 
lor one of six 
swingin' Vegas- 
style games of 
chance and skill. 
Gamble and socialize in an 

Internet casino ttiat features Poker, Craps. 

Roulette. Slots, Blackjack and tour hilarious 

online party games 

#70425 Win 95 CD (39.95 




Leisure Suit 
Larry: Lave 
for Sail 

In his latest 
hysterical outing. 
arry is booked 
on the world's 
gaudiest cruise ship, 
the PMS Bouncy It doesn't take long for 
our hero to stumble onto a shipload of 
beautiful women in this hilarious 'miss*- 
adventure. 

#83320 Win CD $49.95 
#13320 Mac CO $49.95 




leisure Suit 

Larry 

Collection 

Lei Larry laiier 
loose on your 
PC with five Leisure 
Suit Larry releases, including the 
original Land of the Lounge Lizards and 
Leisure Suit Larry 6: Shape Up or Slip Out 
It's the most hilarious game series ever 
created 

#73190 DOS/Win CD $39.95 
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The Irreverent Quiz Show Party Game! 





YOU DON'T KNOW JACK 
lilevisHii 

Test your TV smarts as you 
tackle 800 all-new questions 
that cover 50 years of 
boob-tube trivia It's a witty, 
brain-twisting mixture that 
tests your knowledge of 
celebrities, sitcoms, soaps, 
cartoons, conrvnercials 
and more! 

#20221 Win/Mac CO 
$?9.95 



YOU DON'T KNOW JACK 




It's the biggest JACK ever Put 
the first three JACK volumes 
together and you get over 
2.400 questions that test your 
knowledge of every aspect of 
pop culture Includes YOU 
DON'T KNOW JACK Volurne I 
Volume 2^'^ Volume 3. 

#20217 Win/Mac CD 
$39.95 



YOU D0N7 KNOW JACK 

Volume 3 

Ta:- _::ageous pop- 
culture questions in the latest 
irreverent quiz-show party 
game, Includes new graphics, 
new question types and more 
of the witty effects that make 
JACK the ultimate party game 
for pop-culture trivia fans. 

#20212 Win/Mac CD 
$29.95 



YOU DON'T KNOW JACK 
Pack! 

Gel three complete versions of 
YOU DONJ KNOW JACK 
together in one package that 
saves 50% off the regular price. 
l\)ez\\-mi YOU DONJ KNOW 
JACK Pack gives you JACK 
Movies. JACK Sports dn6 the 
new JACK Television z\\ for just 
$39 95 The variety will keep 
you laughing for hours 

#69958 Win/Mac CO 
$39.95 
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Pinball'" Tlie 
Lost Cootioeot 

You'll need all 
your flipper- 
twitching skill to 
work through 15 
n.reaible 3D tables in the face of 
dangerous dinosaurs, club-wielding cave- 
men and treacherous prehistoric terrain It's 
the biggest 3D Ultfa Pinball challenge yet! 
#83697 Win/Mac CO $29.95 




3 Ultra 

Pinball" 

Cailectm 

GetevHy 30 
Ultra Pinball 
game in one 
box! Includes The Lost 
Continent with 15 new tables, plus Creep 
Night and the original 30 Ultra Pinball Also 
includes a bonus 60-minule video of pinball 
history and The Incredible l^4achine 3.0. 

#70491 Win/Mac CD $39.95 




CART Racing 

Experience the 
200mph thrills 
of Indy car rac- 
ing as you race 
15 incredibly 
realistic tracks. 
mt\ CART Racing, you 
control all of the options that real-life Indy 
car teanrts use to squeeze out every last 
ounce of speed 

(Premousty fetesed as IndyCaf Racmg I.) 
#70400 Win 95/DOS CD $29.95 



Hoyto CasiM 

Play Vegas-style 
Slots, Blackjack. 
Roulette. Poker and 
Craps against seven 
interactive opponents 
in PDore than 50 
game variations You can even 
play Blackjack and Poker online! 

#70270 Win CO $29.95 



Heyle Classic 
Board Cames 

Take the "bored" out of 
board games with 10 
family favorites Play 
Dominoes. Chinese 
fleckers. Battling Ships. 
Backgammon and more against 12 inter- 
active opponents 

#70240 Win CD $29.95 



Hoyle Classic 
Card Eaims 

UuUUUy M1UW3 UJfO 

games better than 
1 1.^ Hoyle' This collec- 
tion of 12 favorites 
includes Poker. Gin 
Hummy. Hearts. Spades and more. 
Also includes two bonus board games 

#70255 Win CD $29.95 






Tke Complete MasterCook " Sitti 

i his all-new 
I collection 
I features three 
products from 
the t)est-selling 
, cooking series: 
MasterCook 
Deluxe 4.0. Cooking 
Light 40and Graham Kerr's Swiftly 
Seasoned That's over 4.500 delicious 
recipes — an $85 value — complete witti 
3ll the MasterCook features for only $49.95 

#70883 Win/Mac CD $49.95 

CompleteHome 

From floor 
plans and 
decorating 
ideas to 
remodeling 
and repair 
techniques. 
CompleteHome gives 
you four full progranis that rielp you 
design, build, decorate and maintain the 
home of your dreams Includes Sierra 
Home Architect. 3D Deck. The Home 
Improvement Er}cyclopedia^t\6 Electrical 
Wiring. 

#70001 Win 95 CD $49.95 





Ppifft Artist"' 
4.0 Platifluoi 

Our biggest 
home printing 
package! You 
get Print Artist 
4 (7 with over 2.500 creative layouts 
32,000 beautiful graphics. 7.000 photos 
and 300 fonts in a bundle with the fun 
photo tools Power Goo SE and iPhoto 
Express 

#70150 Win/Mac CD $39.95 



Driver's 1 "'''^^'''^ 
Education ej Education " '11 

. ^drrnny \') Unve 

:an be safe and tu- 
with the new 3D 
Iriving simulation 
tiat includes a 
complete Virtual 
City and rules of the road for all 
50 states, plus the District of Columbia 
It's guaranteed to help you pass your 
written test! 

#83619 Win CD $39.95 
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SODA Otf Road Racing 

' cdi id.,tiiy ^.ii'jM jcy ii:j whcfe Ihc pavcfiient 
Drive three off-road chassis in a simulation th> 
nes down-in-the-dirt arcade action with exact 
enlion to detail based on real-lite physics 

r5 Win 95 CD $19.95 







liefrs Sptrts GUI Pf*a '98 

6o//Pro '95 gives you 
TrueSwing. the most real- 
istic swing control ever 
offered Play against the 
computer or over the 
Internet on three stunning 
golt courses with 3D 
graphics nxxleled within 
inches of the real thing. 

#76060 Win 95 CD $19.95 



Black Diamond RaBCh 
Add On Course 

Tackle Tom Fazios famed 
"Quarry' course in this 18- 
hole add-on tor frofl/P3(?e 
S^rrs Go// You'll need all 
your skill as you play around 
the jagged cliffs of Black 
DiamofHl Ranchs old quarry. 
(Requires Ul version of FPS: GoN.) 

#83610 Win 95 CO $9.95 



Pasatletnpo 
Add On Course 

Add the challenge of The 
Pasatiempo Golf Club to 
Front Page Sports: Golf. It's 
the most realistic representa- 
tion of the challenging golf 
found on California's rugged 
Monterey Peninsula. 
(Requim Ur MOiOR ol FSP: Goir) 

#69980 Win 95 CD $19.95 
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/ Quest l0r 
Glory. 
CollectiN 



vomoine character 
building, combat 
and stunning 
adventure-fantasy in the criti- 
I cally acclaimed Quest for Glory seues. 
Includes the first four Quest for Glory 
I games, plus a special preview of the upcom- 
ing Quest for Glory V Dragon Fire 

'73740 DOS/Win CD $19.95 




Shivers " Twi: 
Harvest ol Sinls 

.Velcome to 
Cyclone, a bizarre 
town on the edge of 
■ "ess. where 
■ainty preys 
upon your fears as 
you search for your missing friends through 
the twists and turns of a chilling 3D horror 
adventure that will grind you into your seat 

#83174 Win CO $49.95 
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Get Print Artist with the 
EasyPhoto ImageWave 
Scanner and Save! 

The all-new EasyPhoto ImageWave is the first flatbed 
scanner designed specifically for home use. Just plug 

ImageWave into your computer's parallel port and you 

can scan photos or documents up to 8 '/2 x 

\Vh inches, with 600 x 300 dpi resolution 

and over one billion colors! Unique ClearScan il and ClearPrint 

technology automatically deliver sharper details and true colors. 

You also get Adobe PhotoIXluxc and Xerox TcxtBridgc OCU soft 
ware. Plus, we'll give you Print Artist 4.0 Platinam (a S39.9S 
value) for one super<reative value! 

SVVS?^ ^f/W/Vf/orkWrxWs; $11995 





Jmaj^eWave makes it a %nap to scan 

photos, text and graphics. 
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Chips, 
Hips, 

AND 



Where to go when you've got that 
burning rtch...to gamble, that is 
By Rob Bakie 




Bird yourself in your 
finest white polyester, 
put on the gaudiest 
gold chains you have, daub 
yourself with that last-minute 
Rogaine-and-Old-Spice cocktail- 
it's time to enter the world of 
Leisure Suit Larry once more. But 
this time, Al Lowe's latest diver- 
sion starring that lovable, balding 
lothario isn't your standard point 
•n' grope adventure, it's the 
misbegotten love child of Hoyte 
Casino and Leisure Suit Larry. 
Prepare yourself, you've entered 
Leisure Suit Larry's Casino. 

The sights that greet you in 
this brave new neon world will be 
one part familiar, two parts 
unknown, and alt parts funny. The 
usual suspects of casinohood are 
rounded up here: blackjack. 



poker, craps, slots, and roulette, 
plus quite a few new twists on the 
genre in inimitable Larry style. 
Lowe has gone out of his way to 
give you the full casino experi- 
ence, too. with plenty of restau- 
rants, lounges, and 
even a gift shop to 
spend those hard- 
won Larrybucks. 



Bad taste, 
online and off 

You're thinking, 
"Hey. this place 
sounds great! 
Can I bring my 
friends?" The answer 
is a great big leisure- 
suit-clad "Yes!" The 
game is Internet-ready 
in fact, some of the 



Lorr7 Drives 
Me CrcTf\ 

7^ 




funnest parts of the game only 
work online. All the casino games 
(poker, blackjack, slots, craps, 
and roulette) work online or off, 
but all the party games (Say 
What?!. Pickup Master, and the 
Comedy Clubs) as well as the chat 
areas (restaurants, bars, and the 
Quiki-Wed Chapel) only work 
online. But we're getting ahead of 
ourselves. Let's take the tour and 
all wilt become clear. 

Hotel rooms play 
a prominent part in 
the Larry games, so 
it comes as no 
surprise that that's 
where you start in 
Leisure Suit Larry's Casino, 
Your hrst hotel 

room*c no pala- 
tial Suite-the 

only "niceties" are 

the CVBERURRY 2OO0^" 

in the corner that spits 
out bad jokes like some 
demented fortune teller, 
and the CyberShop 



2000^" in the closet 
that dispenses 
personas like some 
insane plastic sur- 
geon. Choose a 
persona from the 

CYBERSHOP 2000^**, 

slap it on. and test 
a few emoticons in 
the mirror. (Your on- 
screen persona's 
facial expression will 
change based on the 
emoticons you type 
Into your chat.) Now 
you're ready to gamble 
away the kids' virtual 
college money. 




From bedpan to balcony: Cockroaches are 
your roommates in the beginning, but win 
enough money and Annette Boning may join 
you upstairs in your penthouse for more fun. 



Please come Inside 

At the front desk you'll meet 
the man himself, Larry Laffer. 
Apparently his casino's a bit 
understaffed, so when you're 
offline you'll see a lot of him. 
(Online, you'll only bump into 
him at the front desk and in the 
gift shop.) Don't like the con- 
demned room you're staying in? 
Go online to upgrade. The price 
is a bit steep: $10,000 to get a 
nicer room. Checking your pock- 
ets, you find you only have 
$3,000 Larrybucks. There's no 
time to stand around, you've 
got some loot to win! 

There are several ways to win 
money in Larry's Casino. The 
most obvious is to play one of 
the standard casino games. 
Except, of course, that there's 
not much that's ^'standard" in 
Larry's Casino. The Larry team 



used the Hoyle Casino engine 
as a starting point, so the rules 
and payouts for the games are 
accurate, but Larry's Casino 
being rather unconventional 
and...um... Larryesque, most of 
the gambling is done from the 
comfort of hot tubs (let's hear it 
for waterproof cards!). 

Right off the main lobby you'll 
find the slot machines. There are 
three different slot machines to 
play: Babes in Space (a possible 
reference to Leisure Suit Larry 5?). 
The Coconut Monkey, and XXX 
Bowling (Al swears the triple-X 
refers to getting a perfect 10th 
frame!). They range in price from 
a quarter to five dollars. 

After that you may want to try 
your hand at something a little 
harder and more group-oriented. 
Just jump in the hot tub and strap 
yourself in for a Texas Hold 'Em 
tournament. Of course that's just 



one of five poker variants you 
can play. 

If poker's not your speed, you 
can jump tubs and play blackjack. 
Like all the games, blackjack is 
highly configurable, and you 
can set it up to play with specific 
casino rules (only you can decide 
If you're a Las Vegas Strip person 
or a Downtown Vegas devotee). 

The rocket scientists among 
you will delight in figuring out 
the precise odds on the craps 
table and at the roulette wheel. 
To each his own. The rest of us 
will just put the shiny disks on 
the table and watch them get 
taken away. 

Next you might want to check 
out the gift shop. Larry is your 
clerk and if you give him the 
chance he'll extol the virtues 
of your various purchase options. 
Here you can spend your winnings 
on everything from unisex silk 





DOES THIS FLOAT YOUR BOAT?; Tlie rules and payouts 
of the games are accurate but most of the gambliix 
takes place in hot tubs. 




Iame face 

DIFFERENT PLACE 

"In every (jrevioub Leisure Suit 
Larry game, you were always 
Larry. But not in Casino. Here, 
offline, you play against a wacky 
collection of characters made 
famous in previous Leisure Suit 
Larry adventure games. But 
what about or " " ' 
knows people ijas- 

quorade" as soineone they re not. 
So I thought. "Let's let you be 
one of tliese personas!" In on- 
line Ca&Inu, yuu can be a wmrian 
(Drew Barinqmore, Cavaricchi 
Vuarnet. Annette Boning, 
Captiin Thygh, Wydoncha Jugg. 
or Peggy) or a man (Wang, Oick« 
Johnson, or Peter). If you know 
Love for Sail!, you know that's a 
wide variety of personalities." 

-ALLOWE 
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PLAY ONLINE 
WITH OTHER HIP 
SWINGERS, OR 
BY YOURSELF... 

ALONE... 

WITH NOBODY. 



OBSSiSrCi 



I?.--: : -iis 



boxers to canned ham (figuring 
out why you would want to buy 
canned ham in a casino is the 
real trick). This might be just the 
place to pick up a little gift for 
that cyberfriend you can't bring 
home to mother. 

Online laugh track 

After youVe lost your shirt 
with the normal casino games 
(or blown your dough on canned 
ham), it's time to earn some more 
bucks. Unlike other gambling sim- 
ulations, you can't just restart to 
get more money; in Larry's Casino 
you have to earn it. There are four 
group online-only games (called 
"party gamesT that give you the 
chance to buy back your shirt and 
gamble again. 

The first of these party 
games is called Pickup Master. 
The object of Pickup Master is 
to make up funny pickup lines 
from a topic selected by the 
group. Everyone gets a chance 
to make up a line and then the 
group votes on their favorites. 
If you get a 
vote, you get 
Larrybucks. 
What could 
be easier than 
that? The next 
party game is 
Say What?! Say 
What?! is simi- 
lar to Pickup 
Master, but 
you make up 
definitions for 
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words instead of 
pickup lines. Again, 
a vote gives you the 
chance to get back 
to the gambling 
tables. Finally, a 
game that rewards 
wit as much as skill! 

And lastly there 
are two comedy 
clubs, the Clean 
Comedy Club and 
the Funny Comedy 
Club. Now's your 
chance to earn 
some money for 
being the class 
clown. In fact, if the 
comedy club is 
your forte, you may 
never want or need 
to look at a slot 
machine again. 

All of the games 
provide opportunity 
for socializing 
(unlike your 
parents' basement), 
but there may be limes when 
you're tired of playing games 
and you just need somewhere to 
cool your jets and tip back a few. 
Lucky for you, there are plenty of 
restaurants and bars in Larry's 
Casino. If greasy spoon is your 
taste there's the Food Trough, 
but if you favor some-thing a 
little more trendy. Planet Larry 
might suit your palate. If you're 
packing an expense-account 
credit card, why not go all the 
way: to Molto Dinner-o. the 
penthouse restaurant with the 
penthouse prices. (What do you 
care? It's only virtual calories!) 

What if you're not hungry, 
just thirsty? Enjoy as many 
virtual drinks as you can afford 
in three bars, with three price 
ranges. Shooters is a friendly 
place to chat while playing virtual 




DON'T I KNOW YOU FROM SOMEWHERE: Kr opie 

from Leisure Suit Larry games past make 
cameo appearances to compete against you 
and try to take your hard-earned cash. 



BURN IT, THEN EARN ITt After 
losing it all the only way you can 
make money is to earn it. Get a 
grip on a microphone or chat to 
make some quick Larrybucks. 



pool. Le Trapeze Bar has that 
circus-circus feel, while The 
Cock and Bull is for the snob in 
all of us. 

After all that socializing, when 
you've met that special some- 
one—when you've exchanged 
canned ham and shared a pair 
of silk unisex boxer shorts— 
there's the Quiki-Wed Chapel 
(complete with Larry as Elvis 
Impersonator/ Priest) to tie that 
cyber knot. Finally, the two of you 
can retire to your newly upgraded 
hotel room (assuming you were 
a winner at gambling as well) 
and plan just how much fun 
you're going to have the next day. 

Leisure Suit Larry's Casino: 
old favorites, new favorites, and 
more fun than you can shake a 

hair plug at. A world of onlinp 

fun and interaction seamlessly 
mingled within an authentic 
gambling simulation. You may 
never leave your house again. ^ 

Rob Bakie is better kno¥m as the 
"Lord of the Dance. " 
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.,.S GOLF ASSOCIATION'S 
Inaugural season on the World Opponent Network. 
The SGA Is the Internet's first and only online sports 
gaming league. gf" 

' lin the SGA and participate in tournaments, 
etition and community! fM 

^e invite you to sign up now to receive your 
onus CD. Play now and you'll be entered to win 
a trip to this year's PGA Championship at Sahalee. 
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gaTour 

Inaugural Season 

Event Schedule 

\V'(irl(l ()|>|K>iu*ni NH\v*>rk Inviuiional 

(SC.A I-Afiu) 

couRSf: (JxK'ur cl'Alone 

Weekly McKleialecl ICvenis iK'gin 

couRsi: C'^H-iir (I'Alene 
Weekly jM(Mlerale<l Ivvenis 
fuHC 



S(*A June S|M>nM>recl 'loiiniaiix 
COURSE: Hlack niainonil Kaiu h 

Weekly MtMJerateJ Mvenis 



SCfA July Nponsorecl I'Lveni — 
COURSE: Uoyal HiikilaJe - Site cilih 
British <)|>cn or Pasiiliempo — 

Weekly Altwleraled I'lvcnts 



/fu^^udt 



S(f A Ch.'iinpionship. I.iveal SahalH 
couRff: Saliak'i* 

iuIImh anJ kanJoin Sclet iIchis 
Imiiii pu*vi4ju>cveiil}» IjMniglil in Idi li 



SC.A 0|M*n 
couRSf: Salialec 

Weekly iMmlerated V.\ 
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As a public service, we uncaged our in- 
house JACK ASS and requested some 
words of guidance on the JACK universe. 
"JACK this!" were his first words.... 
By Paul Quinn 



HH, ABUSE. For some 
reason we are thriving 
on it in the "905. 
Personally, I think it's a backlash 
against the Politically Correct 
'80s. when you couldn't order a 
strawberry frappe without some 
overzealous labor fanatic throw- 
ing a jar of Smucker's at you to 
protest the plight of child labor 
strawberry pickers in rural 
America. That is why YOU DON*T 
KNOWiACK, the Dennis Miller of 
trivia games (Motto: Sit down, 
shut up, and piay), is so popular 
OK. fine, it also has a lot to do 



The "show" is what 

makes JACK better 

than 99% of the 

programming 

you see on the 

6,983 cable 

channels you have. 



h, Baby, I'm on 
FireiNo.Realy! 





More Valuable than 
a Jar of Snot 

$6,000 



with the excellent writing, the tal- 
ented host, the flawless delivery, 
production values, playabillty, 
innovation, and the bald guy on 
the box. Plus it's just so damned 
funny. I firmly believe that what 
gives the lACK series the edge 
over any other trivia game is just 
that -its edge. More attitude 
than Howard Stern on a tequila 
bender. Tell it like it Is and don't 
hold back because In the end It 
don't mean lACK. 

W6 have come 
for your cranium 

It all started with the original YOU 
DON' I KNowiALK and nas grown 

like that gray thing in thp back of 
your fridge Into the trivia game 
from hell that's more addicting 
than those caramel Girl Scout 
cookies with the chocolate 
stripes. Now we have a veritable 
cornucopia of JACK installments, 
from the original to Huge (three 



games in one: the first JACK, Vol. 
2, and Vol. 3), Movies ^Frankly 
my dear, you don't know JACK*!, 
TV, Sports, and who knows what 
else is coming down the pipe. 
There's probably a bunch of peo- 
ple at lellyvision (co-developers, 
with Berkeley Systems, oiJACK) 
right now sitting in a room filled 
with smoke, seven kinds of party 
snacks, and a washtub of Milk 
Duds saying things like, "How 
about YOU DON'T KNOW JACK: Bodily 
Functions^ or **you don't know 
JACK: Automotive Repoirr (And if 
any of you yahoos at |V use these, 
I get 10%, see?) 

The point is that no matter 
what your background, education, 
or cerebral condition there is a 
lACK trivia show for you. And it is 
a show. Without the game-show 




Third Time's a Charm: JACK Volume 3 contin- 
ues with the insanely bizarre trivia of the JACK 
series— but on a whole now level of insanity. 




aspect, /ACK would 
just be an on- 
screen version of 
Trivial Pursuit without 
the divots (no, they are 
NOT called wedges!) 
and without the groans 
when someone wins 
with a question like: "Who 
was president during the 
Reagan Administration?" 

The "show" is what makes 
lACK better than 99% of the pro- 
gramming you see on the 6,983 
cable channels you have access 
to. The hosts don't give a wet slap 
about tact, either. More that once 
I sat with mouth agape, laughing 
hysterically at Cookie the host (I 
did not make that up although it 
does sound like a spokesman for 
breakfast cereal) after he made 

some comment on 
my lack of a life 
because I was 
playing a com- 
puter game on a 
Saturday night. It 
was like he was 
watching me and 
knew that it was 
the weekend and 
I was sitting in 
my living room 
playing yAC/C in 
my underwear 
and he flipped 
me a bunch of 



Is Thai Vou. or Ar« Vou iust 

Happy To See Me? 



$2,000 



It's Friday night, and you're in a "Congo 

snake" singles bar. Which statement are you 

most likely to overhear? 

1 "Ul's fo to the reskroom to fix my - 

2 "Let's go 



Look a\ (h« togs on thtt babe!" 



4 "It's cold out, but if I look at you I got hot! 



Pufth 
-$2,000 
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Screw 
NeignDor! 

attitude. "Well." I replied rather 
glibly. I thought, "At least Tm at 
home having fun while you have 
to work hosting a trivia show! 
Hahahahar 

These are party games as 
Cookie or Nate or whoever is 
hosting will point out if you are 
playing by yourself. ''Didn't you 
read the box? Get some friends!" 
is what he said to me. This is 
major party fodder for the com- 
puter-inclined. Refreshing adult 
beverages are completely 
optional and may either enhance 
or detract from the experience, 
depending on your personality 
and/or tolerance. 

This ain't no frag fest 

This is not your usual blast-'em- 
into-giblets frag fest either, popu- 
lar at many "computer" parties. 
This is not your typical party fod- 
der, period. This is a mental chal- 
lenge! Sure, those guys with the 
bloodshot eyes and twitching 
"mouse- hands can put a rocket 
up your backside in 2 seconds flat 
(we are talking Quake here, it's a 
computer game, so get that 
thought right out of your head), 
but do they know what famous 
(deceased) person's private parts 
were auctioned off recently? Can 
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Say Oral M«rts' ttlMMCtiul sIm «in At 
■mm4 far a Mi*M Jf it't tlM teutiM 1 
btaiMfar wMMMi't "calhaiback U 
beaiM." vlut MiM Im sht* be caM? 
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.' -nttTf Til JClMfc" 
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Lou Gcrr Screwed: Screw your neigh- 
bor when you hit a hard question- 
then they have to answer it. But rf 
they know it, you're in trouble! 



JOIN THE CLUB, 

K ass; 



f (lay yoiirt' \m\\\u< 
enough inforination and iincicjos 
to pave the earth. How can you 
keep up? How can you discourse 
intelligently oxs the issues of the 
day? In short, how can you 
become an informed wisc-ass? 
By ioinif>g tlie JACK Association 
of course! As s'>on ,is vmi r 



yum I w wn 1 rvrwvr JAC K 

qanw, you become a JACK ASS. 

What could be simpler than that? 
At www.b«1(eley5y5tem&.coni/ 
Jackass/ you'll find the news, 
promotions, contests, and special 
offers that'll turn you — yes, you, 
you 98-pound weakling — into a 
ass! 
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vVIN/Mac CD 



• ^j Order #20217 




Wm/Mac CD 
r f iH #69958 



VDKJ Volumes 




WIN/Mac CD 
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WIN/Mac CO 
Teens 
S19.95 
Order #20478 



ORDER ^ 

1-800-757-770] 
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Obviously a stand-out feature of any 
trivia game is the difficulty of the 
questions. It's liere that YDKJ really 
comes to the fore, as the questions 
are, um, truly bizarre. -Hotgames.com 
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s on the box? 
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Size does matter: JACK Huge gives you more 
than 2,400 questions— if you've been looking 
for a way into the JACK world, Huge is it! 



they hear the answer without 
snerkrng Mountain Dew through 
their nose? Probably. They won't 
get the "Bonaparte- pun either. 

(Note: If you understood the 
last few sentences, you either 
have played JACK a lot or could 
use a Prozac the size of an 
eggplant.) 

The point here, if there is a 
point at all besides a golden 
opportunity for me to cut loose 
with a stream-of-consciousness 
dissertation on the best game- 
show series since the beginning 
of time (and make asides for the 



sheer joy of it), is 
that it is all about 
fun. No whining, no 
apologies, and no 
restraints, plus 
irreverent humor 
that would make 
SC7V proud. 

Even YOU 00N*T 
KNOW JACK the net- 
show, which you 
can play for free on 
the Internet, makes 
no apologies when 
it interrupts the 
show for commer- 
cials (in this case, 
real commercials for 
actual products paid 
for by existing com- 
panies). The host 
tells you to suck it 
up and watch 
because this is how 
the show gets paid 
for. You don't get 
that on Jeopardy. 
You can't imagine 
Alex Trebek telling you to watch 
the commercials and shut up. 
When you look at Al all you can 
think is, "They starch that suit 



FLAKES 



with you in it. don't they?" 

Yes. I think this generation is 
tired of being coddled. We are 
burned out on people telling us 
what is correct and what is funny 
and what we should say so as not 
to offend any carbon-based life 
form that has ever existed, right 
down to the original amoeba. 
If we really wanted our lives and 
interactions to be nice and safe. 
we never would have gone to col- 
lege out of state. That is why the 
JACK series is one of the greatest 
entertainment achievements of 
the '90s. 

Come join in our reindeer 
games! Try JACK the netshow for 
free (www.bezerk.com). You'll be 
hooked. After you haul yourself 
off the floor and pick the carpet 
lint out of your hair, grab a fistful 
of rent money and race to your 
local software outlet. And if you 
think for a minute I overstated 
anything in this article.... 
YOU DON'T KNOW JACK!!! ^ 

When Paul Quinn isn*t writing for 
InterAction. he can be found in 
sleazy pubs, and banging his head 

on the Poor in wnneiprment 




We took an informal poll here at JnterActfon, and these 
were our favorite JACK cateoories: 



Stereotyptmi Isn't Just Easy, It's Fun 
When I Say Blow, You Ask How Hard 
Great Party, But the Wieners Are Scorched 
The Question Is LKking Itself 
Harpo Is Oprah Spelled Backwards 




The package looked hot. 

The descriptions were glowing. 

The screen shots sizzled. 



And my fifty went up in smoke. 



Olill 



\^ 



t^V; 



Choosing a game bv the packaging is alv\'ays risky. They all look good. That's why you need to go lo 

GameSpot. There you can download Ihc lalesl demos so you can try before you buy. read in-deplh reviews 

by top editors and gamers, gel hints and tips lo play belter and much more. And. its all free. So before you 

buy another game, go to GameSpot... because you ve got better things lo burn than your money. 



oooooaOoo 



Where gamers go to know. 



www.gamespot.com 



Gamr&pol jnd iidengamn com w lnJefltjri% et GjmeSpiK bk AM n^% mrrvcd 




c 

N 

cx 

ID 

E 

c 


u 
u 

(E 



i 




There's never an off-season when the 
fishin' hole is just a click away 

By Paul Quinn 




j ISHING ON YOUR PC. 
Fishing on your PC? 

' Who the heck came 
up with this idea? 

OK. I admit that was my initial 
reaction to Trophy Bass a couple 
of years ago. At the time I was 
in the trenches of Sierra Tech 
Support, a highly efficient, well- 
oiled, slightly cynical operation, 
and we were asked by the devel- 
opers to test the beta version 
of Trophy Bass. My supervisor 
asked me if I wanted to test 
our new fishing game and after 
I wiped tears of laughter from 
my face and said, *'No, what is It 
really about?" a couple of dozen 
times I found myself with a copy 
of Sierra's newest addition to its 



sports line. I loaded it up. all 
the while wondering what they're 
dispensing from the Dynamix 
vending machines. Ten minutes 
later I found myself yelling 
"WOO-HOO!" when I hooked 
a big f)opper. 

What Is this alt about? One 
minute I'm saying "Get a life!" 
and the next Vm fretting about 
which lure to use and whether 
it's ethical to use the Spray On 
Lure in a tournament. 



I immediately checked under 
my desk for a pod. 



Why do people love to fish on 
a computer? And they do, too. 
Trophy Bass and Trophy Bass 2 
are huge, having sold more 
copies than the Beatles and 
Elvis combined. With add-on 

packs such as Northern Lakes 
and the latest silicon hip wader. 
Trophy Rivers, the numbers keep 
growing (half a millinn h;tppy 
anglers at last count). Why is 
this so popular? For myself, it's 
a number of factors that turned 
me from hardened cynic to Cyber 
Bo35 MoMer. The game Itself of 



"There's a fine line between fishing 

and just STANDING ON THE 
SHORE LIKE AN IDIOT/' 



— STEVEN WRIGHT 
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nothing com- 
pared to the 
people playing 
Trophy Bass 
online, though. 
That's where the 
action, so to 
speak, is. Every ' 
day hundreds 
of people gather 
via modem or 
World Opponent 
Network to fish 
together, chat, i 
and hold tourna- 


HOOK 'EM DANO: Stalk your quarry and wade 
into casting position, or use a drift boat in 
Trophy Rivers. 



course is very well done, with 
the realism and fun of bass fish- 
ing well-represented. The game 
is also very quiet. In these times 
when Quake and Diablo rule the 
after-work office games, it's very 
nice to just sit and fish. Ahhhhh! 
Simpler times. No planes, no 
monsters, no grenade launchers 
(although that would be a hoot: 
"There's a big one - BOOM! — 
I think that's our timit!*^. 

But that's just one person's 
opinion. I wanted to find out 
from the real source, the people 
out there— right behind you, 
actually— who are playing 
Trophy Bass every day. Here is 
what they had to say: 

Me: "Excuse me, why do you 
enjoy fishing on your computer?^ 

Them: "Shhh! You'll scare the 
fish away. " 

So you see. people are 
really into these games. That's 



menis. There 
are several Fishing Associations 
online, some boasting more than 
300 members, that hold their 
own meetings and tournaments, 
give away prizes, and do all the 
other things that non-cyber 
associations do— except that 
the online groups have members 
from all over the planet who 
meet nightly at several different 
lakes to fish together. In the 
physical world that would mean 
a LOT of Frequent Flyer miles 
and honey-roasted*peanut over- 
dose. With PC fishing the lake is 
just a click away. 

Here are some excerpts from 
actual people who actually play 
every night and who are not paid 
by the word for their opinions: 

"Christmas of 1996 my son Icnew 
I was going crazy not being able 
to fish, as I am an avid fisher- 
man, both freshwater and 



saltwater. Living in New Jersey 
makes fishing quite a seasonal 
event...He decided to look for a 
game that I could play and came 
across Sierra's Trophy Bass 2.... 
/ was shocked at the realism of 
the game. I was up until the wee 
hours of the night fishing.. ..The 
game is as close to real-life fish- 
ing as you could get without 
being on the water.... Not only 
was I able to fish online, but 
I was able to chat with other 
fishing people from around 
the world about all types of 
places r ve heard of but never 
fished. ...Some I have met in per- 
son and gone fishing (for real) 
with. I've even been invited to 
go fishing with some of my new 
friends in the states where they 
lh/e...J'm hooked!" -Smokems 

"/ think fishing online opens 
that extra door to anglers 
everywhere. If the weather is 
not good to go fishing for real 
or if you just don't feel like 
going out fishing then I'd sug- 
gest you...crank up that Trophy 
Bass 2 CD. I think not only is 
Trophy Bass 2 a fun place but is 
a game of skill and technique. 
It gives you a feeling of real com- 
petition and gives everyone a 
challenge no matter if you are a 
newbie or an old-timer like me. " 
-BASS Bandit 
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WIN CO 
Kids to Adults 
$29.95 
Order #70060 



//vAv sierra.com/rivers 



Trophy Bass 2 
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NEVER AN OFF-SEASON: With 20-plus lakes and rivers, and more than 
25 species of fish, Trophy Rivers will keep you fishing year VoufKl. 
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"If people concentrated on the 
really important things in life 
THERED BE A SHORTAGE 
OF FISHING POLES." 



FISHINCf 

TALES 



What IS tis(»ing without a few 
stories? Well, I could regale you 
with the time I fought for three 
hours to bring in a particularly 
pesky piscine, but it turned out 
to be a Mac CI n's 

good eatin' bu: cook 

'em awhile). However, that yarn 
pates in comparison to the tal 
of HawgMaster. His adventui 
are chronicled in Fishing With 
Hawg at http://members.tri 
podxoni/--hawgniaster/. 
Anyone who can sit there wil 
a straight face and tell me he^ 
caught a 3 lb. black bass usii 
his wife's makeup kit (1 assui 
it was his wife's) Iws my 
can and a shoelace" story^ 
hands down. 



^ 




— DOUG LARSON 

''Can't really put my pnger on 
why this game but it has me 
hooked (ha ha) so bad but I have 
been on since day one and love 
it I love the fishing and the 
Northern Lakes Add-On is really 
great.. ..When I go out of town 
on business I really hove with- 
drawals. It is fun to meet all the 
new peoplc.and now it is just 
like an extended family. " 

-Laoy G121T 



and qoodfHends 

The two things that did come 
up again and again in the quest 
to find out why PC fishing is so 
popular are the realism and the 
community. A good chunk of the 
Trophy Bass following seem to 
be people who thoroughly enjoy 
real-life fishing and who use the 
virtual version when it is not 
convenient to go to the lakes, 
like on their lunch break or after 
Letterman. They also enjoy the 
camaraderie of getting together 
with folks who share a common 
interest in fishing. If they could, 
they'd be on the actual lakes 
with these people all the time. 



but since we all need to pay 
the bills and feed the kids and 
clean the litter box. PC fishing 
is a decent substitute. You also 
don't have to worry about who 
was supposed to bring the beer 
or forgetting to set the parking 
brake and watching your 
$30,000 SUV slowly slip beneath 
the surface of Lake Mead while 
Celine Dion sings in the back- 
ground. 

Fishing online is a wonderful 
way to indulge in a great relaxing 
pastime either by yourself or 
with new friends, and you don't 
get your socks wet. You can get 
started right now with Trophy 



Bass, the game that started it all. 
Then move on to Trophy Bass 2, 
Trophy Rivers, the Northern 
Lakes Add-On Pack, or splurge 
for Trophy Bass Deluxe (a combi- 
nation of Trophy Bass 2 and 
Northern Lakes). No doubt this 
phenomenon will continue to 
grow with new versions and add- 
ons. Now that Trophy Bass has 
covered rivers and lakes, what's 
left? It must be time to head out 
to sea. Keep your tackle dry. 

Paul Quinn spends a lot of his time 
on his sailboat writing, trolling for 
tMttom dwellers, and pulling on 
his boom vang. 




Bttter crip your joystick tighter: When that northern pike or 
Atlantic salmon takes the lure, and your Force-Feedback Joystick 
leaps from your hands, you know you're in for a fight. 



/ 




r ON Sierra's 

TROPHY FISHING 



TaKe advantage of this special InterAction Magazine offer 
. and we'll give you Trophy Bass 2 Deluxe and Trophy Rivers 
together in one Trophy Fishing Bundle for just $44.95. 

TTiat's a savings of To Order Today Ca. 

25% OFF the regular prtce! 1-800- 75 7- 7707 



OrderttTFBOL WIN95 CD 



a $60 value, ONLY $44.95 



2 ISSUES. 1 CD-ROM. NO SHUNGS. 



No Surprises. 




No Brainer. 



No CommitmenL 





From the number one authority on PC games comes an offer second to none. 
Two great issues of PC GAMES. An outstanding CD-ROM. It's all yours 
and it's RISK FREE. No strings. No asterisks. No balloon paynnents. 

Simply a chance to check-out the most complete gaming coverage available 
and to try-out some of the hottest gaming software going. 

From desktop to online and multiplayer, PC GAMES brings you the best in 
game reviews, timely previews, guided tours, cheats, strategies and expert 
technical tips. And with a CD-ROM, loaded with 650MB of exciting demos, 
free Internet connections and links to the top multiplayer gaming sites, and 
no obligations, this deal needs very little technical advice. 

Return the attached card today and get connected with PC GAMES. 

To order call 800-444-6506 or return the card. 

Ofttr good to US residents ooty 



Send The 
Card. 

(Postage-Paid, natch.) 

Get The 
Stuff. 

(Really Good Stuff.) 

Risk Zip. 

(Grin.) 





Sierra Studios 

Tile Birth of a Brand 

I ierra Studios is the newest division within the Sierra family^ but the games 
' that carry the Sierra Studios banner are anything but rookies. All of them 
build on the company's 2o-year-oid tradition as the leader in the computer-game 
industry. In fact, four of the games are continuations of groundbreaking, well-received 
series: King's Quest: Mask of Eternity, Gabriel Knight III: Blood of the Sacred. Blood 
of the Damned. Return to Krondor, and Caesar 111. (We are particularly pleased to 
be continuing the Krondor series, and to be working with co-developer Pyrotechnix 
and award-winning author Raymond E. Feist.) While this quartet will introduce new 
wrinkles in their respective categories, a fifth game, Homeworld, we modestly hope 
will represent an evolutionary step forward in gaming. 

On this and the following five pages, we invite you to read more about the first 
offerings from Sierra Studios. -Editor 
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The Woman Behind the Mask 

A Q&A with pioneer game designer Robeita Williams 
Conducted by Eric Twelker 



ErkTwelker What were 
your goals when setting out 
to create Mask of Eternity? 
Roberta Wilt iams: My goals are 
always the same: to make the 
player feel like they're in the 
game, so much so that they forget 
the real world around them. 
Playing two-dimensional adven- 
ture games, I always wanted to 
have the ability to see what's 
behind the backgrounds, peek 
under a table or on top of a roof, 



and explore every corner. In Mask 
ofEtemit/i three-dimensional 
world. youVe no longer limited to 
the flat picture on the screen. 

ET: Mask departs from the 
traditional 2D adventure game 
by using a 3D game engine 
most commonly employed in 
first-person action games. How 
is Mask's story conveyed using 
this technique? 
RW: \n Mask of Eternity Ahe 




entire world is 
designed with 
the story in 
mind. The 
world is in 
chaos— 
order and 
humanity 
were ban- 
ished and 
you must restore it 
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The player learns about the 
world and furthers the plot by 
exploring locations, finding and 
using inventory items, and inter- 
acting with other characters. 
And unlike a first-person combat 
game, even fighting the various 
creatures you'll meet is part of 
the story. By doing so. the player 
will discover who these creatures 
are and why they've emerged 
into the world. 

ET What is the theme of Mask 
of Eternity and what does the 
Mask itself represent? 
RW: Mask of Eternity is about 
spirituality— what it means now 
and through the ages and where 
people have searched for it. As 
you go through the game, you 
sense that Connor is looking for 
his own meaning, and youMI dis- 
cover the game's main themes: 
truth, light, and order. 

The Mask itself stands for the 
all-powerful being, the Creator. 
The Mask is sun-like; in many 
religions, the sun represents God. 
In most religions, like the sun 
itself, you never can look directly 
at the Creator unless you become 
immortal. There are certain places 
in the game's quest -obstacles, 
puzzles, interactions with guard- 




IN THE THICK OF FT Tl>e destruction of the 
Mask plunges the world into chaos. It'll be up 
to you to restore order...if you can survive. 



ians that you meet— where the 
player is trying to accomplish that 
feat. It's all integrated into the 
story In such a way that people 
who know what to look for will 
understand the overall quest. 

ET What can you reveal about 
Mask of Eternity's story? 
RW: In the opening scene, we see 
a fantastic world off in the celes- 
tial realm. A white-robed, priest- 
like character approaches a gold 
Mask set atop an altar. He trans- 
forms into a dark being as light- 
ning crashes down on the altar, 
exploding the Mask. The pieces 
hail down to the world t>elow. 
In Daventry. King Graham's magic 
mirror begins swirling and dis- 
plays the bad omen of the Mask 
breaking apart. 

We then meet Connor. A piece 
of the Mask sails down from the 
sky and lands at his feet. Just 
as he picks up the piece, a storm 
swirls overhead, the sky turns 
dark, and everyone turns into 
stone. ..except for Connor, who 
is somehow protected by the 
piece of the Mask. The player 
will soon discover that it's up 
to him to restore order to the 
world. Eventually, Connor must 
face the dark being himself and 
attempt to ban- 
ish him from the 
celestial world. 



ET Tell us about 
the puzzle 
elements In 
the game. 
RW: The puzzles 
are based around 
Connor's experi- 
ences and 
actions. Some 
puzzles involve 
finding and 
using inventory 
items to get 
around an obsta- 
cle. For instance, 




HACK AND SLASH? You'll have a sword for close-in fighting and a cross- 
bow for long-range attacks, but it's the quest for truth that matters. 



in one part of the game. Connor 
must find a way to cross the River 
of Death. To succeed, he needs to 
find a way to activate a lever on 
a drawbridge on the other side 
of the river. In another part 
of the game. Connor must 
figure out how to enter the 
sanctum of the Lord of the 
Dead. To do so. Connor 
must cross tiles, each 
bearing a symbol, in the 
right order. But first, he 
must search for clues 
that will decipher 
the correct order 
of jumping across 
the tiles 
for getting 
across. 1^ 
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A Galaxy Hot So 
Far, Far Away 



By Arthur Lake 

'VERY GAME PUBLIbHEK IS 

• compelled to push each 
and every product to l>e "A revolu- 
tionary game that is destined to 
change the world." In a refreshing 
twist of events, neither Sierra 
Studios nor its co-developer. Relic 
Entertainment, is referring to their 
first joint project. Homeworld, as 
a title that is going to change the 
world. Instead, they are calling 
this an "evolutionary" step in 
gaming-one that combines ele- 
ments of our favorite games to 
aeate a fresh experience. 



Cinematic Savvy: Zoom in on a single ship or 
zoom out to observe an entire fleet. 



From the screen shots included 
in this article and from our first 
glance at the game Itself, it's clear 
that this game is a not-too-distant 
descendant of our favorite (paco- 
combat titles, such as X-WIng vs. 
TIE Fighter and the games in the 
Wing Commander series. 

However, this is not a cockpit- 
based game. Enjoy the view in 
third-person perspective as the 
highly detailed 3D ships traverse 
the outer reaches of the galaxy, 
leaving mesmerizing engine trails 
in their path. Each craft offers a 
unique and deadly offering to the 
player— and that's where the 
strategic element of play begins. 
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Lilce X'Wing vs. TIE Fighter, your 
success in Homewortd w'\\\ be 
largely dependent upon your abil- 
ity to choose the right craft for the 
right job. If you make the wrong 
call, be prepared to watch your 
precious ship burst into a pyroma- 

macs aeiigm or virtual names. 

Breaking the 
2D shackles 

^inco the gamo ic boing played in 
a true 3O universe. Relic decided 
to give you complete control of 
the camera. Zoom in on a single 
ship or zoom out to see an entire 
battle, alt the while retaining the 
option to rotate the camera to see 
the action from any angle imagin- 
able. In addition to the infinite 
camera control, you can also 
move ships around in true 3D 
space, using a simple but power- 
ful interface. This freedom of 
movement releases the gameplay 
from the 2D shackles so com- 
monly imposed on space-combat 
games. Imagine plotting your 
fleet's course up and over your 
enemy, unleashing an attack from 
directly above their unsuspecting 
little heads. Of course, given the 
ability to attack and be attacked 
from any direction, a little para- 
noia will help you survive— espe- 
cially in multiplayer games. 

Speaking of multiplayer games. 
Homeworid already has room for 
up to eight players via LAN or the 
Internet on the World Opponent 
Network (WON.net). With the help 
of an easy-to-use tool, you will 
have the ability to give your ships 
a customized paint job before 
they head into the heat of battle. 
Mednwhile, on the bingle-pldyer 
side, Homeworid'% creators sav it 

Is being designed to be a fun and 

challenging game— but not the 
type of challenge that so discour- 
ages players that they abandon 
the single-player quest, opting 
instead to test their prowess in 
the multiplayer arenas. 
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Tlie Relic promise 

"Lately, developers have lost sight 
of why they do what they do. The 
fundamental principle behind our 
job is fun!** says Alex Garden, 
CEO of Relic Entertainment. "Relic 
is committed to bringing some 
fun back into the industry. Don't 
expect our games to be psychoti- 
cally difficult, or unbelievably 
long, but do expect to have a 
fantastic time playing them. 
It is our goal to ensure that no 
player is ever less than totally 
satisfied when they buy one of 
our games." 

Another interesting feature 
within Homeworld, and one that 
is too often overlooked by game 
designers everywhere, is the use 
of sound. Often, a game of this 
sort will feature some nerve-rack- 
ing music that loops and loops 
and loops as less than a handful 



of voice-response lines are trig- 
gered for key events, such as 
constructing new craft or heading 
into an attack. But in Homewortd, 
the team is taking a much more 
ambitious approach to sound. 
More than 4,000 lines of dialogue 
have been recorded for this game, 
giving the player a voice response 
for significant events while simul- 
taneously advancing the story and 
interjecting a sense of compas- 
sion and humor. All of this dia- 
logue will be heard in 3D stereo 
at a CD-quality level. 

The obligatory tech talk 

A preview of any game would 
be incomplete without some 
discussion of 3O graphics. In 
HomeworlcTs case this discussion 
is short: The goal is to support as 
many cards as humanly possible. 
Currently. Homeworid supports all 



Light years from home: Highly detailed 
3D ships traverse the galaxy, leaving 
mesmerizing engine trails in their path. 



3Dfx chipsets: Voodoo. Voodoo 
Rush, and V00D002, with Direct3D 
support being seriously consid- 
ered. However, the game does not 
require a 3D accelerator and runs 
quite well in software. 
While we're having 
the required tech talk, 
it*s also worth noting 
that Homeworid runs 
under Windows 95 
as well as Windows 
NT 4.0, and is cross- 
compatible— meaning 
NT players have the 
ability to square 
off against their WIN 
95 enemies in a 
galaxy that's not 
so far. far away. ^ 




True 3o: Plot your fleet's course up 
and over your enemy's unsuspecting 
little head! 
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Details Upon Details 

By Cindy Vanous 



'HERE'S NOTHING LIKE A RICH, 

detail-oriented environ- 
ment to turn your basic strategy 
game into a full-fledged schem- 
ing, sweating, conniving, plotting, 
fearing-for-your-life and cursing- 
your-enemies'-parentage kind of 
experience. Without the challenge 
of well-designed resource man- 
agement and the very organic 
quirks of human-like Al...well, 
you'd might as well buy yourself 
an ant farm. 

Consider the basic goal of 
Caesar III: build a Roman city. 
How can you go wrong? just plunk 
down a few houses, build a cou- 
ple of farms, maybe some roads, 
and presto! -instant city. Watch 
your little guys walk around, col- 




Battle on, ben-hur: a coliseum isn't something you throw 
up to improcs thQ Emp«ror, tf « a vital part of your city'* lifo. 

It keeps the citizens happy and the revenues flowing. 
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YOU snu CAN'T BUIU) ROME IN A DAY: Your citizens will head for 
greener pastures if they're not protected and fed. You'll need 
everything from engineers to build homes to cops to fight crime. 



lect taxes, build the odd amuse- 
ment or utility for them.. .right? 

Good JUPITER, no! Here's 
where details come to the rescue, 
and turn the ant farm 
into an exciting, chal- 
lenging strategy game. 
If those little citizens 
aren't happy enough, 
they'll pack up their stuff 
and leave. They need to 
be fed, employed, enter- 
tained, and protected. 
Not enough houses near 
the farms? Then you 
won't have enough work- 
ers for the harvest, which 
means no bread, which 
means hungry, angry 
people. Not enough engi- 
neers? Expect buildings 
to collapse. Too few 
praefectures? Increased 
crime and possible riots. 
No gladiator schools 
or lion tamers? Empty 
coliseums and unhappy 
crowds. To top it all off, 
the Emperor is capricious 
and greedy, and he 
has very specific tastes 
in tithes. If he wants 
weapons, you'd better 



sink a mine, build a foundry, and 
GET those weapons. 

Strategy-9amer heaven 

Fans of Caesor // might find it diffi- 
cult to believe that Impressions 
could improve on their classic 
fave, but the proof is in the 
details. All provincial manage- 
ment is now handled within the 
main city map, the combat system 
is intuitive and simple, the con- 
trols can be hidden to show more 
of the terrain, and of course the 
new graphics are wonderful. 

But the best new feature of all 
is the increased interrelation 
between buildings, industries. 
and people. For instance, patri- 
cians pay higher taxes than 
plebes. But patricians live in insu- 
lae. Which you can't build unless 
you have pottery. Which your 
workshops can't produce unless 
you tidve d clay mine. Gel the 
idea? Even when vour pottery 

needs are fulfilled, you still may 
not get patricians, unless you 
build at least two wine workshops 
to supply their parties. These arc 
the details that make the latest 
Coe5(2r a chocolate-covered slice 
of strategy-gamer heaven. ^ 
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An American Shadow 
Hunter in Flrance 



By Eric Twelker 



Blood of the Sacred, Blood of the Damned 



I HILE RESEARCHING THE 

' location and real-life 
events behind the setting of her 
latest mystery in the Gabriel 
Knight series, designer/author 
jane Jensen was very aware that 
graphics and story details would 
play a crucial role in the game's 
atmosphere and realism. In 
Gabriel Knight III: Blood of the 
Sacred, Blood of the Damned, 
mystery writer Gabriel Knight 
sets off to Rennes le Chateau, 
a small village in the Languedoc 
Valley region of southern France. 
Here he explores the ties 
between a number of supernat- 
ural events taking place in a 
noble family's circle. 



Royal mystery: Even high-born 
families have tlieir dark secrets. 



What is this mystique that 
actually permeates the region? 
"•The south of France has a fasci- 
nating history.** explains lensen. 
**The Romans mined for gold 
there, and the Franks and 
Visigoths, the Cathar religious 
heresy, and the Knights Templar 
were all indigenous to the area. 
Then, around 1900. a poor parish 
priest uncovered something while 
restoring the ancient church in a 
town called Rennes le Chateau. 




No one knows what it was. but he 
became fabulously wealthy. It's 
spawned a lot of theories by trea- 
sure hunters about what his 
secret was— including speculation 
about the holy grail." 

How to research this tangled 
web of mystery? For Jensen, a trek 
to the region itself was the only 
choice, "It had a great deal of 
impact on me. As I got close in 
the car. I started to recognize the 
names of surrounding towns and 
features from the map. It was very 
surreal— a kind of feeling of won- 
der and stomach-churning excite- 
ment. When I finally rounded the 
bend and realized I was looking at 
Rennes le Chateau. I had to pull 
over. The whole experience was 
surreal."* 

The goal of the Gabriel Knight 
III team was to provide an out- 
pouring of graphic detail that 
would make Gabriel Knighfs 
world as real as possible to the 
player. To achieve that goal, the 
team created "G-Engine** technol- 
ogy, a progressive 3D engine that 
renders detailed backgrounds 
and objects with close to photo- 
graphic realism. Using photos and 
notes from Jensen's trip and infor- 
mation from books, the team re- 
created the Languedoc Valley with 
the new engine. "Because we had 
to model everything in 3D, and 
because you are in this one town 
and valley throughout the game, 
it has the same architectural 
sense and mood of the real 
town." Jensen explains. 

This technological advance is 
combined in Gabriel Knight III 
with Jensen's intricate story and 
the incredibly detailed setting and 
environment. Blood of the Sacred, 



Blood of the Damned will mix the 
mystique and atmosphere of the 
real-life setting with the signature 
esoteric adventure we've come to 
expert frnm Gnhripi Knight fi 




G-CNGINE know-how: This iU technology creates scenes you could 
almost wnik into. As Jensen explains, the game's setting "has the 
sarT>e arrhitertur;il v^n^ ;ind mood nf thp rp;«l town" 
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Some people will call It a collector's item. The best selling, most realistic stork ct^t sim 
ever - NASCAFT Racing 2 - and the NASCAFT Grand Nationar Senas Expansion Kack. logether 
in a special commemorative 50th Anniversary package from Sierra Sports. But to call it a 
collector's item would be to miss the point. Racing. So peel those stickers. You krxsw you want to. 
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we Slopped al a Scenic oven 

to take in the view. It was the first 
day of our road trip, and since 
breakfast we had been meander- 
ing down Highway i. along 
Catifornia's central coast, one of 
the most dramatic and beautiful 
stretches of highway in the coun- 
try. Far below us. the Pacific 
crashed into the rocky headlands, 
sending huge walls of spray into 
the air. Behind us. the grassy 
slopes of the Coast Range - 
an impossibly deep shade of 
green this time of year-disap- 
peared into the morning fog that 



was just beginning to lift. 

Refreshed by the scenery and 
the mild ocean breeze, we 
returned to our vehicle to con- 
tinue our leisurely trek. Before 
moving on, I looked over one of 
several custom 
maps I had created 
for this weeklong 
family odyssey. 
The map displayed 
the locations of 
the stops we had 
planned along our 
coastal travel route. 
These destinations 



Included an assortment of 
popular attractions, like the 
Monterey Aquarium and Hearst 
Castte. along with some 
restaurants, wineries, and 
other points of interest. 
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ONLINE ooysscy: Name a 
place In the US and MapQuest 
will provide you with a map, 
name two or more places and 
TripQuest will provide the 
driving dir^tions. 



LISA '98: StreetslW)esti nations 



MERRA 




USA '98: Don't leave 
home without tt 

Creating this custom map, and 
several others, had been a 
snap using my new mapping pro- 
gram, USA '98: Streets & 
Destinations, In fact, our entire 
trip had been conceived, planned, 
and implemented using the suite 
of travel tools included in the USA 
'98 package. 

We began our trip planning by 
perusing the 1998 Frommer^ USA 
travel guide, which is included in 
the USA '98 package. After scruti- 
nizing the many enticing road 
trips described in this useful ref- 
erence, we decided that the Big 
Sur driving tour would be a sure 
cure for our travel bug. 

So I started up USA '98, and in 
a few clicks was viewing a map of 
the California coastline we would 
soon be exploring. I could almost 
feel the sand in my toes as I 
called up netMarket, an online, 
membership-based consumer site 

IHrewell' 

i TO FULL i 

' PRICE * 



Frommer's USA ($2L95 at 
your local bookshop) isn't 
the only bargain you'll 
find when you open 
the USA '98: Streets 
& Destinations box. 
You'll also receive 
the National Value 
Guide, with its pages 
and pages of money- 
saving coupons. 
You can save on airfare, car 
rentals, lodging, admission 
fees, meals, clothtrig — almost 
every situation a traveler 
is likely to encounter The 

f National Value Guide is light- 
wetght slips into a jacket 
pocket, and could save you up 
to $6,000. Why travel any 
other way? 




that includes a wide range of 
travel services and discounts. 
It's also one of several websites 
directly accessible from USA '98. 
I enrolled in net Market's three- 
month. $1 trial membership, and 
was anxious to see if netMarket*s 
claims— guaranteed low rates on 
airfare and rental cars, and hotel 
discounts up to 50 percent— were 
for real. Being skeptical by nature, 
I've always believed that if a deal 
sounds too good to be true, it 
probably is. But I figured for a 
buck I had nothing to lose. As it 
turned out. the money I saved on 
this trip alone will cover my 
annual membership dues for sev- 
eral years. Also, I may never use 
a travel agent again. 

First. I had netMarket display 
the lowest round-trip airfares to 
San Francisco available on our 
travel dates. In no time. I had 
booked our flights and received a 
$10 credit for each of the three 
tickets I had purchased. Next. I 
reserved a rental car for the week, 
also at a guaranteed low rate. 
Since our flight was to arrive in 
the evening. I switched back to 
USA '98 to view a map of all 
the hotels close 
to the airport that 
offered discounts. 
I selected our first 
night's lodgings and 
made reservations. 
This was easy since 
USA '98 can, with a 
click, display the hotels' 
phone numbers. 

Folfc»w the quests 

Then it was off to MapQuest. 
another of USA "gS's integrated 
online links. It's no surprise that 
the unique and ingenious 
MapQuest is consistently rated 
among the top 20 websites. It 
should also be no surprise that I 
the developers of MapQuest are 1 
the same folks who developed \ 
USA '98: Streets & Destinations. ' 
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MapQuest's astounding 
TrIpQuest function produces 
doorto-door driving directions 
between any two locations. Using 
this function. I printed out direc- 
tions from the airport to our hotel, 
and h-om our hotel to the coastal 
highway. I then returned to USA 
'98 and used this information to 
quickly produce a custom street 
map highlighting this route. 

Finally, I created a custom 
street map of San 
Francisco displaying 
a half-dozen destina- 
tions we wanted to 
visit around the city. 
We used this map 
to plan an efficient 
travel route during a 
one-day sightseeing 
blitz. If only the 
program could have 
found us some park- 
ing spaces! 

All too quickly, 
our much-anticipated 
journey came and 
went. The trip was a 
memorable one. and 
our travel plans went 
off without a hitch. 

Among the pleasant memories 
we returned with was our stay in 
a quaint hilltop retreat, minutes 
from the beach, where we spent 
our final few evenings on our 
trip. Though we are generally not 
extravagant travelers, at this stop 
we went first-class, choosing a 
spacious two-room suite, com- 
plete with fireplace and kitch- 
enette. Accommodations like 
this would normally be beyond 
our travel budget. But with our 
half-price discount, howcould 
we resist? /f 

Dan Rabin once taught a software 
class in Siberia during a so-year 
career in software development 
and education. He's now a 
freelance writer based in Boulder, 
Colorado. 




Streets of San Francisco: Create <i custoai 
street map displaying all your destinations. 
A little planning now means more fun later. 



4Ia'98: Streets & Destinations 
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I've been wanting to ask you 

some questions. " 

"Sure. What kind of questions?^ 
''Well, let's start with...What 

year were you bomr* 

*X)h, those kinds of questions." 

At some point in everyone's 
life, they turn to their Mom or Dad 
and ask that well-known ques- 
tion: "Where did I conf)e from?" 
Although red-cheeked parents 
usually find some way to satisfy 
their child's curiosity, few realize 
how significant a question it is. 
As we get older, it becomes less 
a question of how you got out of 
your Mom's tummy and more of a 
pondering of who and what made 
you who you are: "Where did I 
come from— ancestrally?" Now, 
thanks to some fantastic advance- 
ments in genealogy software, 
Sierra Home's Generations Deluxe 
can help you find the answer. 

Genealogy has come a long 
way over the years. From original 
ancestral tracking, which con- 
sisted of stories passed from 



generation to generation, to 
Generations Deluxe, today's most 
complete and easy-to-use geneal- 
ogy software, tracing your roots 
has become a lot more organized 
and, frankly, more successful. I 
recently had a chance to sit down 
with a computer, a phone, and 
a copy of Generations, and what 
I found was impressive. 



By Beth Oemetrcscu 

The big easy 

First and foremost. Generations 
provides me with two subpro- 
grams: EasyTreeand EasyChart. 
EasyTree is essentially a gigantic 
card file that helps greatly in 
keeping important family informa- 
tion in one place. It allows me to 
store vital statistics as well as 
more personal individual facts on 
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Quest for kin: Generations will help you track your family's 
history, from what questions to ask to which URL to reach. 
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one card. A simple point and click 
is all it takes to pull up anyone's 
information card. Moreover, it's the 
first program to let me effectively 
view three generations at once. 

My favorite part of EasyTree is 
that it helped me determine what 
questions needed to be asked 
about each person: where were 
they born, who were their par- 
ef)ts, when and whom did they 
marry, what children did they 
have. etc. For example, having 
married recently myself, I can't 
get over how young (19 years and 
2 days) my mother was when she 
got married. She was just a kid. 
Could I have found this out with- 
out Generations prompting me to 
ask? Probably. Would I have heard 
all the stories about the wedding 
(who insisted it be in a certain 



dit4- 



church. who refused to go if it 
was. etc.)? Definitely not! 

EasyChart works hand in hand 
with EasyTree. When I had enter- 
ed all of my known information 
onto the cards. I could choose to 
have EasyChart create a descen- 
dant or pedigree chart. A descen- 
dant chart starts with one source 
couple and ends with you and 
your children, while a pedigree 
chart starts with you and works 
its way back to your ancestors. 
Not only are these charts incredi- 
bly easy, they are also quite 
visually appealing (as opposed 
to Family Tree Maker, where the 
charts are difficult to build and 
visually limited). 1 was able to add 
scanned photos and documents 
to them, thus making them so 
much more complete. 



:ms^^i 



isasBE: 



ggSpc 



■.i.ijfm.^* ^/? ^. 




Enter the 

' Internet 

■—^ Now. what 
I ^ I do you do 
when your 
search for 
information 
takes you to 
someone who 
has passed 
away? 




Get your geneauxsical act together: EasyTree provides the 
format— you provide the family. 



*'7>i^ simpiesf to use of all these kinds of programs... 
The whole package is a nice, solid deal. Look for it.*' 
-John Quain. CBS News 



This Is another place where 
Generations was invaluable to 
me. The program features the 
Internet Detective, a quick and 
easy link to the Generations web- 
site (www.slerra.com/genealogy). 
They have hints and tips on how 
to get started, how to interview 
people, and how to decipher old 
documents. There are links to the 
National Genealogical Society and 
The Church of lesus Christ of 
Latter-day Saints tips pages. 

Most important of all* there Is a 
link to Cyndi's List, the most com- 
plete, most helpful genealogy site 
ever created. The creator of the 
site, Cyndi Howells. has amassed 
more than 25,000 Internet links to 
help you on your quest. More 
than 28,000! Cyndi's List took me 
from my home in Seattle, deep 
into Old Italy (my father's family), 
and then to the Lowlands of 
Scotland (my mother's family). 
So far. my favorite thing it helped 
me find was an audio file pro- 
nouncing our Scottish clan's name 
in Gaelic (www.5Cotclans.com/ 
scotctans/html/body leslie.htmQ. 

Along with alt the links, 
charts, and general assistance, 
Generations comes with its own 
historic and Social Security data- 
bases, which together give you 
more than 57 million names. And 
if that isn't enough for you. you 
also get your own copy of Cyndi's 
book: Netting Your Ancestors- 
Genealogical Research on the 
Internet (see sidebar). 

All our lives, we have been 
told that we are unique, we are 
individuals. However, we must 
never forget that we are part of 
something so much larger — fam- 
ily. And there is no better resource 
for discovering your family than 
Sierra's Generations, fl 

Assistant Editor Beth Demetrescu 
knows exactly where she came 
from. As for where she's going,.. 



GENEAOLOGY 

ON the 

INTERNET 

Genedlogicdl research on tl»e 
Tnfprnet i^ M\ ;ihniit pxrhj^nqinq 

information with people around the 
globe, exploring vast databases. 
and ferreting out obscure factoids 
lurking nt the edges of cyberspace. 
In Nettliig Y^iar Anceitors. Cyndl 
Howells walks vou throuoh the 
entire process, from how to get 
online to how to make the most of 
e-mail, mailing lists, and news 
groups, and the Web itself. Netting 
Vdmt Ancestors, a S20 value, is 
'ee in every box of Generations, ^m 
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Generations Deluxe 




www.sierra.com/gcncalogy 
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the racetrack or a treacherous 
journey through the dungeon, 
computers have always had many 
practical applications in our 
everyday lives. From the precision 
of medical software to the reliabil- 
ity of online banking, doing things 
digitally often seems to be the 
way to go. 

Now. with the release of 
Sierra Complete LandDesigner, 
the artistry of landscaping has 
been added to the ways in which 
a computer can help you save 
time, avoid costly errors, and 
prevent design headaches. 

So, if you happen to be 
fighting with a cloggedup ball- 
point pen trying to draw an 
accurate sketch of your land- 
scape. Complete LandDesigner 
is the solution to planning a 
detailed landscaping project. 
By employing a toolbox of guides 
and software wizards that 
immensely simplify the land- 
scaping process, this software 
suite never compromises flex- 
ibility or quality. 



One-stop fthofi 

Complete LandDesigner bundles 
together four top-selling land- 
scaping products to create a one- 
stop shop for any landscaper or 
homeowner: 3D Landscape, 
Photo LandDesigner, the Garden 
Encyclopedia, and 3D Deck. 

3D Landscape lets you plan 
your foliage in full 3D. including 
everything from an interlocking 
brick driveway to the bed 
of tulips you always 
wanted. Whereas ^D 
Landscape creates a 3D 
model of your home. 
Photo LandDesi^er 
can use an actual 
picture of your 
house as a founda- 
tional backdrop for 
your dream land- 
scape. Wonder what 
your house would 
look like with a red- 
wood tree beside it? 
Ever thought about 
digging up the lawn 
and planting a 
vegetable garden? 



By Ceoffrcv Kciohley 



You can easily manipulate 
scanned or imported photos of 
your home and landscape with 
Photo LandDesigner. Click and 
drag images of plants and other 
objects onto your photo for a real- 
istic view of your yard. 

Another addition to the suite 
is 3D Deck, which helps design 
a single or multilevel wood 
deck— even with a hot tub-and 




Resource-rich: From tulips to tomato 
plants, bloom seasons tu pest iiifestatiofis. 
the Garden Encyclopedia has the answers. 



Sierra Comolete LandDesiuner 



** Easily the best of the programs «v saw, * 

-HOME PC 



"loM dont need a green thumb... 

All you need is a plot of land 
and Garden Encyclopedia.*^ 



-Windows Magazine 



generates a cut list and layout 
diagrams for wood to aid in the 
actual construction process. 

The final element of the prod- 
uct is the Garden Encyctopedia. 
the perfect complement to the 
design side of the software. This 
expansive resource features color 
photos, information on the bloom 
seasons and sun requirements of 
thousands of plants, as well as 
each plant's common and botani- 
cal name. From tulips to roses to 
marigolds or even tomato plants. 
youll learn how to prevent pest 
infestations and take care of the 
garden you designed. 



face includes a number of helpful 
"design wizards** that walk you 
through the more complicated 
processes, such as plotting out 
garden beds or installing a full 
irrigation system with sprinkler 
heads and piping. The included 
Multimedia Design Guide also 
helps users think about important 
issues such as using large trees 
to shade your home and testing 
the pH balance of soil to deter- 
mine which plants are best -suited 
for certain soil types. 

The Complete LandDesigner 
suite excels in being easy to use 
yet very in-depth, permitting you 
to tweak items, 
including the slope 
height of the yard. 




Productivity software is only 
as good as its interface, and 
Complete LandDesigner is built 
from the ground up with the end 
user in mind. Filled to the brim 
with multimedia tutorials and 
video clips, the icon-driven inter- 



PHOTO Fill IN: 
Try out everything 
from vegetables 
to redwoods against 
a scanned photo 
of your home. 



the type of soil, the climate, and 
even smaller touches such as 
adding a Canada goose on the 
front lawn or a basketball net on 
the driveway. With over 3,500 dif- 
ferent variations of flowers, trees, 
shrubs, ground covers, and other 



objects to drag-and-drop 
into the landscape, the product 
Is extremely versatile. For 
instance, you can pick the stone 
material for your driveway, or 
even the color of the feathered 
parrot tulips you want to plant 
in the backyard. Best of all, 
the ability to change the land- 
Kape with a few clicks of 
the mouse avoids costly errors 
down the road. 

Once you're happy with the 
design of your sanctuary. 3D 
Landscape can switch into the | 
exclusive photo-realistic 3D- j 

Walkabout module, which | 

previews the landscape in first- 
person 3D. from any angle or 
elevation. If you want to peer 
into the future and see how the 
landscape will mature over time, j 
the software has the ability to 
magically grow the landscape 
up to 99 years into the future. In 
addition, you can move through 
all four seasons of the year as 
the software dynamically blooms 
flowers in the spring and 
illustrates barren tree trunks 
in the winter. 

Save time and toil 

Once you pick the perfect plants, 
the most vibrant perennials, and 
the stone pathway of your choice. 
the software can generate a 
shopping list with a budget to aid 
in moving your design from 
concept to execution. Together, 
these four programs form 
a comprehensive and easy- 
to-use package-the ultimate 
landscape planner, tn the end. 
Complete LandDesigner helps 
you save time and toil, whether 
you are a novice gardener or a 
green-thumbed pro. 

Geoff Keigttley suggests you 
water your copy of Complete 
LandDesigner twice a week and 
make sure it receives at least 
four hours of sun a day. 







Why struggu with ballpoints? 
Plan everything from the ground 
up with 3D Landscape's point-and- 
ctick Interface. 



Complete LandDesigner 
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posters, schedules and stickers. 


and abilities. Once kids master 


name. (There are 40 different 
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project types in all.) Even non- 
readers will find it easy to select 
a project, as the project names 
are spoken when the pointing- 
hand cursor passes over a button. 
After you select a project, the 
Cro/f fflcrory Workspace opens 
up. and the fun really begins. 

Imaginations at work 

The QrQfX Factory Workspace is a 
lively and stimulating environ- 
ment where color, sound, and 
motion enhance the creative 
experience. Beginning with a tool 
called the Layout Grabber, your 
child can preview and select from 
predesigned layouts for each 
project type. For budding 
do-it-yourselfers. , 
projects can 
begin 
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SimpIlE yet sophisticated: The Craft Factory 
toolkit gives kids much of the power and 
versatility of graphics programs for grownups. 



with a blank layout, stretching 
the youngster's imagination to 
the limits. Either way. your child's 
imagination is free to roam and 
explore. 

After a layout is selected, it 
can be printed immediately. But 
chances are your youngster will 
want to make changes and 
enhancements to personalize 
their project. An extensive set of 
design and editing tools lets kids 
add new things to their designs 
or modify the various components 
of their projects. 

In fact, the simple yet sophisti- 
cated Craft Factory toolkit is 
where the program really shines. 
Easy enough to use (thanks 
to the audio feature) 
to keep younger 
kids from getting 
frustrated, yet versa- 
tile enough to keep 
older kids chal- 
lenged and moti- 
vated, these tools 
possess much 
of the same func- 
tionality found 
in many '*grown- 
up** graphics 
programs. 

The toolkit 
includes various 
"Grabbers" used 
to insert back- 
grounds, borders, 
shapes, text, and 
graphic images. 

Using the 
Graphics Grabber, 
you can select 
from an easily 
accessible collec- 
tion of 5,500 
images organized 
by category. To 
give projects a 
more individual 
identity, you can 
add images from 
a scanner or 
digital camera. 



Using the other tools found 
in the Workspace, young artists 
can change colors, select fonts, 
apply special effects to text, 
modify shapes, and copy or 
remove objects. If you have ques- 
tions about any of the tools in 
the Craft Factory Workspace, a 
spoken help system, explain- 
ing the function and use of 
any tool, is just a click away. 

The fun doesn't 
end when you hit 
"print" 

Once a project is ready for 
printing, the fun isn*t over. 
In fact, printing need not 
be the final step of a 
project. Kids can choose 
to print their project in 
regular or **coloring book" 
mode. In regular mode, a 
project prints as it appears in 
the Workspace. In *'coloring 
book" mode, only object 
outlines are printed, allowing 
aspiring artists to render their 
creations with markers, paints, 
or crayons. 

Some projects, such as air- 
planes, mobiles, and gift boxes, 
require folding, cutting, or gluing 
once they emerge from the 
printer. For these creations, sim- 
ple step-by-step instructions are 
printed separately. Other projects, 
like stickers, postcards, and 
business cards, can be printed 
on special paper. A sample 
package of Avery Kids stickers, 
postcards, and business cards 
is included with Craft Factory. 

So turn your kids loose with 
Print Artist Craft Factory. And 
while they're unleashing their 
creative abilities. t*ll be flying my 
paper airplanes. fP 

Hve year-old Melissa Rabin enjoys 
crafts, computers, and kinder- 
garten. During school hours she 
allows her dad, Dan. to borrow 
the family computer. 




TAKE IT TO THE LIMir Print 
your project in "coloring book" 
mode and finish it off with 
markers, paints, or crayons. 
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Color Printer 

KUUNDUP 



IF YOU'RE IN THE MARKET FOR A COLOR PRINTER AND 
find yourself a little confused, look no further. 
Fortunately, there isn't a whole lot to know 
about printers, but there are a few common terms 
and abbreviations with which you might want to be 
familiar before you go shopping. Let me fill you in on 
a few basics and toss in a little savvy advice of my own 
along the way. Then take a look at what I have to say 
about the six printers given to me for review in this 
roundup— one of them may be the printer for you! 
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The first term you1l come across 
when printer shopping is DPI. or 
Dots Per Inch. This is expressed 
as height x width, tike 360x360 
dpi. Basically, the higher the DPI, 
the higher the quality of the 
printer's output. Many printer 
manufacturers will dazzle you 
with captions tike "1800x1800 
DPI", but then you get the printer 
home and fmd out you can only 
print this during the vernal 
equinox on special paper that 
costs nine bucks a page. In short, 
read the fine print! If you want 
or need mega-high resolution, 
photo-glossy, or ultra-sophisti- 
cated output, then definitely 
buy that. Otherwise, don't pay 
for capabilities you won't use 
or don't need. 

You should also be familiar 
with PPM, or Pages Per Minute. 
Don't trust this rating at face 
value! If you expect to take your 
printer home and start pounding 
out photo-quality, page-size 
images for invitations to the 
Smith family reunion, you'll need 
to start printing two years in 
advance. Printing an optimized, 
single photographic-quality 
image takes several minutes 
on any color printer, and this 
varips depending on resolution, 
size of the image on the page, 
and color depth of the image. 

How I tested 

To test each printer. I printed 
anywhere from five to eight 
images, mostly full-page S.s^x 
n" with a one-inch margin. These 
images ranged from starships 
and extraterrestrial weaponry 
to bright jellybeans and vivid 
rainbows. I also printed mixed 
images and text, and a single 



page of straight text. I timed each 
printout and rated its quality on a 
scale of 1 to 4, with 1 being the 
lowest score, ^ the highest. 

I wanted to really push the 
printers, so I focu&«d my compar- 
isons on tne quanry or a rew 
high- and true-color, full-page 
images, and the amount of time it 
took to print them. Keep in mind, 
however, that print times can vary 
considerably from the figures 
I offer. I didn't tweak the printer 
settings for each printout, so 
I generally printed using default 
settings, or settings that would 
keep the printers on roughly 
equal turf. I wanted to get a feel 
for the "out of box" experience 
you get with the printer, and in 
that same vein I also graded 
each printer on ease of setup. 

Epson Styttts Color 600 

and Stylus Color 800 
The Epson Stylus Color 600 

sports up to 1440x720 DPI. but 
you can only obtain this level of 
output on special paper. Other- 
wise, the maximum, plain-paper 
resolution is 720x720. Epson 
is nice enough to include 100 
sheets high-quality paper with 
both the 600 and 800 series 
printers, along with i*; «haot( 

of photo-quality glossy paper, 
which I thought was a nice touch. 

f he tpson Stylus 600 and 
Stylus 800 both printed identi- 
cally well on the print inidge, 
thoui;h the Stylus Uoo was much 
speedier about the process. On 
some other test Images I used 
(not shown here), however, the 
Epson 600 had a tendency to 
print overly light or overly dark 
(muddy), depending on the 
image. I printed these same 



By Bryan Salois 




images on the 800, and it han- 
dled them much better. If you 
can afford the extra cash (about 
$100), I'd say go for the 800, but 
If you're on a tighter budget, the 
600 may be the better choice. 

HP DeskJet 722C 

The HP DeskJet produced excel- 
lent image quality. While it 
wasn't the speediest printer, 
neither was it the slowest. The 
HP Deskjet 722C might be one 



of the better candidates for gen- 
eral-purpose home printers. In 
many ways, this is the most diffi- 
cult printer to write about, as it's 
not as feature rich as the other 
printers; it isn't as deficient or 
expensive, either. A solid choice 
all around for a moderate price. 

Based on my tests, I'd have to 
say the Lexmark 5700 is a 
steal in its price range. While 



some of the output a was a little 
dark, and not quite as sharp 
as the HP 722C. the Lexmark 
otherwise produced some of 
the best and speediest output 
of all the printers covered here. 
To sweeten the pot, Lexmark also 
supports 1200x1200 DPI printing 
(on special paper), includes 
a special "Photo Ink" cartridge 
for improved photo-quality 
printing, and even ships with 
Windows NT 4.0. 
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Color Ink-Jet rnniers 


— Specifications 






Printer PPM 


Supported Print 
Resolutions (DPI) 
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Alps MD-iooo 


1 (b&w) 


300x300 
600x600 
1200x600* 


Moderate 


$349" 


Always prints 
dry pages 

Excellent output 

Inexpensive, 
nice software 
bundle 

Fast & good all- 
around output 

Very quiet 
and good 
output in 
all modes 


VERY slow, 
most expensive 
in the bunch 


Includes metallic 
colors ink cartridge 


Canon BJ-7004 
Photo 


S(b&w) 
3.S (color) 


1200x600 


Quiet 


S329 


Slow, takes 
up a lot of 
desktop space 

Mediocre 

output, 

noisy 

Noisy, a little 

expen&ive 

Limited print 

resolutions, 

slow 

Can go 
through ink 
rapidly 


Includes 2 photo- 
quality ink cartridges 
and a generous helping 
of specialty paper. 

Included a generous 
amount of specialty 
paper. 

Included a generous 

amount of fip«ciatty 

paper. 

Decent all-rounder, M 
not quite a* feature- 
rich as other printers, 
but not as expensive 
either. 

Includes photo- 
quality ink cartridge. 


Epson Stylus 
Color 600 


6 (b&w) 
4 (color) 


180x180 
360x360 

720x720 
1440x720* 


Noisy 


S239 


Color 800 


*8(b&w) 

7 (color) 


180x180 

360x360 

720x720 

1440x720* 


Noisy 


$339 


HP DeskJet 722C 


8(b8iw) 
4 (color) 


600x600 


Quiet 


$289 


Lexmark 5700 8 (b&w) 
4 (color) 


600x600 
1200x1200 


Moderate 


$249 


Excellent 

output. 

inexpensive 


* Maximum Print Resolution reqi 
" ALPS currently has a $so reba 


jires special paper 
te program (as of this 


writing) for 


he Alps MO-100 


0. 
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The Alps MDiooo wins the 
"most ink cartridges that need 
to be installed" award. Unlike 
the other printers in this round- 
up which use one color ink 
cartridge and one black ink 
cartridge, the Alps MO-iooo 
has four separate ink cartridges, 
which must be installed for 
standard printing. 



The Alps MD-iooo did a com- 
mendable job of printing, and 
because of the special micro-dry 
ink used by the printer, docu- 
ments come out dry with a shiny, 
almost photographic-quality 
sheen to them. In contrast, 
documents produced by most 
ink-jet printers come out a bit 
damp. Though overall image 
reproduction was decent, colors 
were somewhat dull, stilted, and 
grainy, lacking the vibrance and 
color saturation produced by 
the other printers. Plus, you 
could casually sip a 64-ounce 
GigantaGulp and finish it in the 
amount of time it takes the Alps 
MD-iooo to print anything. Even 
in the fastest text-only mode, 
the Alps MD-iooo look a full 
minute to print a single page 
of plain, black text. 

Canon BJ*7004 Photo 

If there were an award for most 
difficult printer to get out of 
the box, Canon would get it. I'm 
not talking about software setup 
or installation here, just physi- 
cally getting the printer out of 
the box and unpacked. Canon 
would also win the award for 
''most tape and packaging 
material stuck to the printer.** 
That aside. Canon was rea- 
sonably generous with special 
paper, including 10 sheets of 
high-gloss photo paper. 20 
sheets of glossy photo paper, 
and two special photo ink car- 
tridges. Though I was beginning 



to think the Lexmark might 
walk away with the best output 
award, the Canon came out 
slightly ahead. It also has 
some of the fastest print times 
and leaves nice, dry pages. 
Bear in mind that the Canon is 
the most expensive printer in 
this review, and it also takes 
up the most desktop real estate, 
being a good two to three inches 
longer and deeper than the 
other printers. 

And tfie winner is., 
overall, I was most impressed 

with the Lexmark 5700, the 
Canon B| 7004-photo. and the 
Epson Stylus 800. Each had 
great output, and though the 
Canon's output was a little bet- 
ter than the Epson 800, the 800 
was faster. The Epson 600 just 
couldn't keep up. I'm afraid, and 
the Alps MD-1000 is extremely 
slow and offers only average 
output. 

The HP722C and the Epson 
800 are very close to each 
other, with the 72 2C offering 
slightly better output at a lower 
price, but without the speed 
or the extra features offered 
by the 800. Therefore, based 
on overall price, speed, and 
quality of output, 1 would have 
to give this round to the Lexmark 
S700 as the current Champion 
Color Printer. 

Bryan Salois prefers to be known 
as Hardware Ninja. 
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Color Inkiet Printers— Speea ana i^uauiy comparison 


16-bit 16-bit 24-bit ^^ 

Image Printing (Photo) Color 
Printer Setup Quality Speed Quality 
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1 Alps MD-1000 i 2.5 2.S 


S-M 


2.5 


8:00 


3 
3 

2.5 
3 
3 
3 


1:00 

34 sec 

35 sec 

24 sec 
28 sec 


1 

2 


2.3 

3.0 


Canon 6)-7004 Photo 1 3 


3.5 


3:10 


3.5 


Epson Stylus Color 60O 3 


2 


3:Sl 




3:51 


2 


2.3 
33 


BCpson Stylus Color 800 1 3 


f 


||||t:02 




2:07 


HP Deskjet 722C 3 


3 


4:35 




A:3S 
2:36 


3 

4 


3.0 

4-3 




' 


2:4s 




i-Poor 2«Fatr 3»Good 4=E«ellent 













Color Ink-Jet Printers— Output Comparison 



This is the original photo used 
for this test. It was printed 
full-page on standard copy 
paper. Images at right have 
been enlarged 200%. Note: 
Due to the variables of the 
magazine printing process, 
these images might not match 
the originals. The captions refer 
to actual results. 
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Alps md 1000 Black density good. Canon 8)700^ Photo Good con- 
color is flat in middle tones, inconsis- trast. great highlight detail, good 
tent ink coverage. color, shadows lack density. 



i 




>H Svfws Color 800 Crisp detail, HP Deskjet 722C Good contrast, 
accurate color, good highlight detail, good highlight and shadow detail, 
shadow not as dense as Lexmark. yellowish. 



EPSON STYLUS COLOR 600 Color JS 

good, detail is good. Dot structure 
not as good as Epson Stylus 800. 





Lexmark 5700 Great color saturation, 
slightly warm, excellent details, little 
highlight details, contrasty. 
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Introducing Storm's EasyPhoto" ImageWave" scanner. 

Count on ImageWave for the latest innovation and highest 
quahty. At a price no one can match. 

ImageWave includes 30-bit and ClearScan" II technology 
delivering over 1 billion colors for the sharpest details and 
most vivid colors. Not to mention a powerful software suite 
that includes Adobe* PhotoDeluxe" 2.0. 

Storm guarantees you'll be satisfied or your money back 
Visit us at www.easyphoto.com or give us a 
call at 888-GET-EASY (888-438-3279). 





O 1009 Slonn Tvctmology. Inc. 



Available at your favorite 
computer retailer. 
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n this day and age of cutting-edge 
technology, few companies will 
release any details on their upcoming 
games for fear of another company 
swiping their ideas. Well, their reluc- 
tance didn't hold us back. We've actu- 
ally managed to infiltrate the high ranks 
of Sierra and negotiated with (read: 
bribed) some significant Sierra employ- 



ees (read: muckitymucks) to acquire 
top-secret information about upcoming 
releases. Because information is knowl- 
edge and knowledge is power (and we 
all love power), we wanted to bring 
these secret tidbits to your doorstep, 
hence the new section — The i-Spy. You 
know... it's amazing what some people 
will do for an InterAction t-shirt. 
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Baby, You 

Can Drive 

My Car 



www.sierrasports.com 



By Chris Hudak 
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The first time 

I saw GPL's 

replay-cam 

on a monitor, 

I thought 1 

was watching 

actual footage 

of some great 

race of yore. 



967: What a year this 
is turning out to be— 
Gerry Oorsey changed 
hisnameto, of all 
things. '•Engelbert 
Humperdinck." and suddenly he*s 
famous; they discovered seven 
new mesons at CERN. and Tm 
still not 100 percent sure what 
the hell a **meson*' is; the Red 
Chinese finally managed to get 
one of their H-bombs to work. 
God save us all; and here at 
home, some trusting idiot has 
put me t>ehind the wheel of a 
squirrely '67 Eagle at the Watkins 
Glen track. The car is fast, jittery, 
open-wheeled, and dangerous, a 
low-slung one-man Matterhorn 
bobsled with swapped tires and 
a terrifying gas-tank-to- 
safety-measures ratio. 

Things being what they 
are. I take it into a wall 
almost immediately. 

It's not entirely my fault: 
There isn't much keeping 
these old muscle-chariots 
glued to the track, in terms of 
friction or aerodynamics, and 
my driving skills clearly don't 
help matters much. This lat- 
est Windows 95 racing sim 
from Sierra Sports (developed by 
Papyrus) rolls back the dash-clock 
to that better and bolder age of 





Where the rubber meets the roao: Jump on the brakes too hard 
and you II lock up the tires and slide— or leave the ground and per- 
form c;irtwhp<?ls for th^ fans 



racing when you had to be out of 
your mind to climb into a racecar; 
the entire enterprise is devoid of 
our modern, candy-assed precau- 
tions. Fins, foils, advanced-poly- 
mer helmets, zero-risk observa- 



tion areas-bah. These observers 
lined recklessly just behind the 
laughable guardrails, they know 
that if 1 slew and roll into a 
crunching, asses-and elbows tum- 
ble toward the sidelines that my 



passage is booked, and Vm taking 
afewof them with me. 

The physics engine 
of doom 

Four years the gear-heads at 
Papyrus spent perfecting this 
physics engine, and this is how I 
repay them. Watching the incred- 
ible-looking replay function now 
(the first time I saw Grand Prix 
Legends* replay-cam on a moni- 
tor a few feet away, I honestly 
thought I was watching actual 
filmed footage of some great 
race of yore), I can see with utter, 
deadpan, clinical clarity where 
things started to go wrong: 
cheated that turn a little too 
much, caught my right wheels 
on the green, and the traction 
difference did for me— yes, yes, 
there I go, very funny, clipping 
the hay bales or whatever they 
are, THWACK pinwheeling off the 
wall, up on two wheels now, 
CRASH down on the other wheels, 
SPROiHG airborne again. THUNK 
bottoming out, JOUNCE spiraling 
up for more air, WHUNCH nose- 
on into the ground and tottering 
in perfect balance there for a terri- 
ble moment, an abused mechani- 
cal ballerina, and fiL(y£>G£ finally 
slamming to a terminal halt at the 
end of a swath of ruined grass. 

Thank God I didn't have the 
Realistic Damage mode 
selected — GPt's astounding 
physics engine made watching 
this kinetic fiasco painful enough, 
without the added detail of seeing 
my beloved roadster lurch into a 
torquing spray of metal across the 
pleasant green of Watkins Glen: 
These open-toed babies really 
aren't built very well. 

But, as I say, I didn't have 
Realistic Damage mode set, and 
I'm instantly ready for some 
once-more-into-the-breach action 
(turns out there's an Instant 
Recovery function, and good 
thing, too). Arcade mode or no, 
the transmission is still making a 



creepy, protesting noise as I try 
to gun the vehicle off the afore- 
mentioned ruined grassy incline. 
And only now, as I goose the car 
out of the embarrassing predica- 
ment in fits and starts, I can hear 
the roar of an excited, applauding 
crowd. (Waitaminute-isthis 
irony? Keep cheering, you peanut- 
gobblers, I may come back for you 
in a lap or two.) 

Convincing sense 
of speed 

I finally make it back to the black- 
top, the engine winding up into 
a shriek of vengeance as I punch 
her up through the gears, and 
now I'm blowing through an easy 
curve, approaching the straight- 
away. Second only to 6PL*s stun- 
ning realistic look is its massive, 
convincing sense of speed. The 
Look Left and Look Right func- 
tions may be handy for a split- 
second when some other racer 
is muscling you, but using either 
too long gives me the booboo- 
jeebies; that passing blur of track 
and greenery, much more so than 
the tachometer, tells me just how 
fast I'm going, and it's easy to fix- 
ate on it, become mesmerized: 
I'm going into the straightaway; 
I'm going at what might be 
loomph, or Mach 5. 1 can't tell; 
I'm going to win this race, I'm 
going- 

— I'm going into another wall. 

I panic and crank into a long, 
slewing skid, laying rubber and 
pluming smoke. Two full 360s, a 
perhaps illegal sideslip across 
more green, and-bingo! — I man- 
age to wrestle my way out of the 
spin just as I re-emerge onto the 
track, momentum and orientation 
carrying me perfectly forward and 
back into the race as though I'd 
planned it all. Not what I 
intended, but hey, it cut a few 
seconds off the turn, and nobody 
even died. 

Stunning, realistic, and satisfy- 
ingly rough in the right places. 





YES, I'M GONNA BE A STAR: Hitting the finish line first 
nieans niat>tf'nnn ill tfi<- right moves, including how to 
pull ahead of the pack and how to stay on the track 
when everyone around you is flying off it. 



Grand Prix Legends offers the 
actual tracks and racers of the 
glorious 1967 season, and I'm 
looking forward to showing them 
all what a •90s boy can do, given 
a little practice. "Yes, I'm gonna 
be a star...." 

Let's just keep that Realistic 
Damage mode off a little while 
longer, shall we? /^ 

In a past life, Chris Hudak blew 
everyone off the track in his 
'67 Eagle. 
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This Universe 

Is Too Big for 

One Planet 



By Mark H. Walker 
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Once you 

fight your way 

through all 

the scenarios 

wrapped inside 

Starsiege, you 

can turn to the 

scenario editor 

and create 

your own. 




In the year 2829: The Cybrids arc back, and 
this tiino they want it all. 



he siege is over. 
The Cybrids have 
infested, ravaged, 
and conquered our 
beloved Earth. 
Distracted by a rebellion in the 
mines of Mars, the vaunted 
Terran Defense Force, or TDF, 
has been all but destroyed. 
EarthSiege is dead; enter the 
next epic battle. Enter Starsiege. 
Originally titled EarthSiege 3. 
Starsiege is the all-new chapter 
in the saga of the Cybrid wars. 
"We wanted a name that 
would broaden the scope of 
the universe.** explained )eff 
Tunnell. executive director 
for Starsiege. "There's a lot 
more to Starsiege than bat- 
tling for control of Earth." 
Under the guidance of cre- 
ative director Chris Cole. 
Dynamix has crafted a rich 
story that weaves together 
not only Starsiege, but sev- 
eral other soon-lo-be- 
announced Starsiege titles. 
It goes like this: The Emperor 
Petresun, ruler of the confeder- 
ated meta-nations of Earth, knows 
we have not seen the last of the 
Cybrids and begins to resurrect 
Earth's long-dormant defenses. 
Unfortunately, Earth's 

colonies— con- 
sisting of Mars. 
Venus, The Belt. 
Europa. lo, and 
Titan — resent 
the Emperor's 
defense-budget 
taxation. The 
colonies rebel, 
and much of the 
TDF is sent to 
quell the rebel- 
lion. It is at this 
moment, when 
the TDF is 




Not just running and gunning: Astute HERO pilots crouch, dodge, 
^werve, btdlk, and retocus sliields to take advantage of the terrain 
ind their enemy's weaknesses. 



stretched Twiggy-thin, that the 
Cybrids descend on Earth. The 
planet is besieged. It's only a mat- 
ter of time before all humankind 
is eradicated, Starsiege begins as 
the Cybrids swoop down on Mars 
to destroy the few remaining 
human forces. 

If s a good-looking war 

Starsiege focuses on combat 
between HERCs (10-meler-tall 
weapon chassis), tanks, and fly- 
ers. Although it follows in the 
footsteps of its EarthSiege prede- 
cessors, Starsiege is built on a 
new 3D game engine that paints 
the most detailed terrain, build- 
ings, HERCs, and weapons of war 



yet seen in this type of simula- 
tion. The HERCs look nearly "cut- 
scene" real, while the rolling 
hills, snowfall, and sun glare 
add greatly to the ambiance. 

"We have an incredible 
engine." technical director Rick 
Overman declared, "and we are 
going to use it to develop superb 
games." 

However, the Dynamix design 
team uriderslands ttiat a pielty 
HERC alone do«s not a game 

make, and thus have crammed 
Starsiege full of the things that 
do. There are a ton of vehicles to 
pilot, including nine basic HERC 
chassis, tanks, and VTOL (Vertical 
Take Off and Landing) flyers. Each 
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with an arsenal of crwre than 40 weapons. 



type of unit— be it HERC, tank, or 
flyer— can be customized with dif- 
ferent weapons, reactors, drive 
trains, shields, and so on. 

The options, however, are not 
limited to the HERC construction 
bay. There are a myriad of tactical 
alternatives once the battle is 
joined. These HERCs are much 
more than plodding weapon plat- 
fonns. Astute pilots avoid incom- 
ing blaster bolts by crouching 
behind buildings, deflect shots 
by refocusing their shields | 

toward troublesome ene- 
mies, and sneak up on 
their opponents by ^'cloak- 
ing" their HERCs in a 
chameleon-like field. In short. 
there is much more to Starsiege 
than running and gunning. 



\s 



Play cMjr scenarios 
or create your own 

Better still, there is much more 
to Starsiege than mano-a-mano 
HERC duels. The game ships with 
two campaigns: a human and (for 
those with a slightly darker side) 
a Cybrid. Both campaigns will play 
out in numerous locales: from icy 
worlds silenced by falling snow 
to the endless dunes of searing 
desert moons. And, as t>efits a 
game of this magnitude, each 
campaign will include at least 22 



missions grouped into smaller, 
five (or so) mini-campaigns. 

Perhaps you'll tire of fighting 
the scenarios wrapped inside of 
Starsiege. Fear not, the game has 
THE most advanced scenario edi- 
tor we've seen in any combat sim- 
ulation. Gamers can choose a 
planet, erect buildings, customize 
them, place gun turrets, and 
deploy Al opponents. The Al 
opponent programming options 
are nearly limitless. For example. 
opposing units can be set 
■^^ to run when they spot 
v.^^* you, stand and fight, 
^ attack aggressively, or 

snipe. And all this placing, 
deploying, and Al-setting 
can be done with a mere click and 
flick of your mouse hand. 

•*The whole engine is so flexi- 
ble.** Overman said. "The scenario 
construction options are nearly 
limitless.** 

And so is your choice of oppo- 
nents. Online gamers have been 
happily shredding each other's 
HERCs since Starsiege's Alpha 
Tech release in February. The 
game offers a full plate of multi- 
player options, and they are, in 
a word, a blast. You can down- 
load the Alpha Tech release at 
www.starsiege.com. 
The siege is over, but the 




battle has just begun. The battle 
is for the survival of humanity. 
Nevertheless, with Starsiege's 
gorgeous 3D graphics, innovative 
tactical options, in-depth cam- 
paigns, scenario editor, and multi- 
player gaming, the gamers will be 
the winners no matter who is the 
victor on the battlefield. 

Mark H. Walker is a longtime 
EarthSiege fan and miiitary 
science-fiction author. 




MORE THAN ONE WAY TO FIGHT A WAR: Customize 
dozens of HtRCs, tanks, and flyers until you find 
the ideal fighting force. 




Be True 

to Your 

Tribe 



www.starsiege.com 



By Rob Bakie 
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...you'll have 

to learn to 

accessorize 

with gravity 

boots, grappling 

hooks, and 

jet packs. 



n the far-flung future* 
800 years after the 
first Starsiege war. 
much of humanity has 
splintered into nomadic 
groups intent on exploring, 
mapping, and conquering the 
galaxy. For those nomads, far 
from Imperial influence or con- 
trol, war is a daily fact of life- 
though they wage it with small 
arms and vehicles instead of the 
giant robots of home. It's gritty, 
it's violent, it's personal. 
Welcome to the world of 
Starsiege TRIBES. 

TRIBES is a 30 first-person 
action shooter that combines 
the elements of a squad- 
based strategy game with the 
adrenaline-pumping action of 
a death match. As with other 





No TIME OfF: Whether you're on attack or defenb^.-, i-i.^ ^ohumA 
keeps on comin" even as you cross the indoor/outdoor threshold. 



MO SAFE HAVENS: Tlie action niovtb .--lUiuul break 
from barren deserts to echoing command centers 
to snow-blanketed hills and back again 



first-person shooters there is, of 
course, the rush of sneaking up 
on someone and blowing them 
into tiny tiny bits. But. unlike 
other games, in TRIBES you have 
goals, objectives, and a squad 
that you won't -you can't— let 
down. 

This is not your father's 
action shooter 

Historically, multi-player co-oper- 
ative play has been an add-on to 
games, an afterthought or a patch 
six months after release -not so 
with TRIBES. TRIBES v^as built 
from the ground up with squad 
play in mind — in fact, the purpose 
of the single-player mode is to 
train you for the main event. And 
what a main event it is. 

Instead of operating on the 
lone gunman theory, you are 
grouped into squads, or high-tech 
tribes. You elect a commanding 
officer who masterminds the 

operation from a special "bird's- 
eye" screen of the battlefleld. You 
break into squads that have dif- 
ferent objectives: from reconnais- 
sance to butt-kicking. All the info 
you could want is available on 
your Heads-Up Display, but all 



I you really need to know is how 
I to keep yourself and your team- 
mates alive. 

Eenie, meenie.^ 

It isn't all fun and games though. 
The three types of specialized 
armor are good, but you'll have 
to learn to accessorize with grav- 
ity boots, grappling hooks, and 
jet packs. The multiple base con- 
flgurations are flne. but who can 
decide between the Auto Turret 
Sentry and the Stationary 
Manned Rocket Launcher? And 
Anally, the infinite variety of mis- 
sion choices is great, but eventu- 
ally you will have to pick a 
favorite. 

Imagine all the things you love 
about online multiplayer action, 
captured, distilled, and refined 
in one single game. Imagine the 
wave of the future: online multi- 
player squad action. Imagine tt 
being ridiculously easy to start. 

learn, and play. OK then: Imagine 

Starsiege TRIBES. 

Rob Bakie is Webmaster for the 
World Opponent Network. In his 
spare time he is inventing cold 
fusion and an inflatable spacecraft. 
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Hero 

Still in 

Training 
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...players will 
now be able 
to cast multi- 
colored spells 
and see the 
environment 
refract and 
deflect the 
spell's light. 



By Geoffrey Keighley 

So, you still want to be 
a hero? As the arche- 
type decrees, youVe 
never a true hero 
unless you've come 
up against minor and major tests 
of your strength. For fans of the 
Quest for Glory series, perhaps 
the greatest trial of your patience 
comes with the announcement 
that Sierra won't be cutting the 
red ribbon on the fifth and final 
Quest for Giory game. Dragon 
Fire, until this fall. Because new 
features are being added to 
upgrade the technical prowess 
of an already stunning 3D graph- 
ics engine, this epic role-playing 
game from designer Lori Cole 
is taking longer than expected 
to complete. 

Sierra's ace group of devel- 
opers in Oakhurst. California, 
will be working around the 
clock and alt through the 
summer to put the finishing 
touches on Marete and the 
outlying islands, with their 
lush panoramic graphics. 
The developers recently an- 
nounced they have decided 
to buff up the graphic horsepower 
of the game from S-bit to i6-bft 
color, in order to display more 





LIGHT UP YOUR WORLD: Quest for Glory fans will find new places to 
visit, new spells to cost, and new quests to conquer in Oraqon Fire. 



Hall of kings: tj^pononce tmo bovcn Kiies oT 
Rulership whon Draqon Fire debuts this fall. 



realistic true-color images and 
special effects. For instance, 
players will now be able to cast 
multi-colored spells such as the 
juggling lights, lightning bolts. 
and flame darts and see the 
environment refract and deflect 
the spell's light. When you light 
a torch, it will actually cast light 
onto obiects in the world. 

Hey Monir can we 
keep him? 

Did I mention the 125-foot-wide 
by 75-foot-tall dragon? The sheer 
size of this creature in the game 
resulted in the developers need- 
ing to write additional code to 
create a hybrid voxel and polygon 
graphics engine just to animate 
this fire-breathing foe in all his 
glory. Sure, they might have 
considered giving him a 
pink slip, but there was 
one little problem: The 
game's called Dragon 
Fire, so it would 
have probably 
upset a few play- 
ers if there were 
no dragon. Plus. I 
think there was some 



kind of union issue with the 
dragon and his contract— he 
had to be a certain numt>er of 
polygons or he walked. A dwarf 
dragon just didn't seem quite in 
keeping with the epic scope of 
the game. 

But all kidding aside. Lori 
Cole has created one of the most 
ambitious role-playing games to 
date, which has an intriguing 
multiplayer component, allowing 
up to three simultaneous play- 
ers. With new locations to visit 
such as the tarnished ruins of 
Atlantis, accessible only by 
swimming, and majestic tests 
of your strength, including the 
challenging Seven Rites of 
Rulership. this fall will mark the 
start of your toughest Quest for 
Giory yei. 
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As Unpredictable 
as a Runaway 
Shopping Cart 



by Jeff Gilbert 



www.sierra.com 
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Ghosts may 
be see-through, 
but they won't 
let you play- 
through. A 
green light 
means go, but 
a red light will 
leave your balls 
pinned to the 
grill of a semi. 



ure, golfing sensation 
Tiger Woods may 
think he's a big shot 
master of his profes- 
sion, but until he's 
successfully chipped a shot 
across a bubbling pool of acid in 
a mad scientist's laboratory, sliced 
one through the snack bar of a 
drive-in movie theater, or played 
through a ma2e of dynamite, 
trampolines, and cannons, then 
he don't know lack. (Oops— 
wrong game!) 

With the 18 original holes 
of 3'D Ultra MiniGolf plus 
nine new ones, MiniGolf 
Deluxe boldly goes where no 
endorsed golf ball has gone 
before: bouncing through 
castles loaded with spiteful 
banshees, leap-frogging 
cloud-to-cloud while biplanes 
buzz the airborne course, 
dodging barn-sucking 
twisters, and plunging into 
the shark-infested deep while 
teeing off from the deck of a 
pirate ship. Expanding on the 
irresistible putt-putting fun of 3-D 
MiniGolf t Dynamix hit upon a win- 
ning formula for its marvelously 
inventive sequel: other than 
implied laws of gravity, there are 



no rules. Ghosts 
may be see- 
through, but they 
won't let you 
play-through. 
A green light 
means go. but 
a red light will 
leave your balls 
pinned to the 
grill of a semi. 
(One painful 
guess as to what 
the steamroller 
does to 'em.) 

The razzle-daz- 
zle graphics (with loads more 3D 
animations in the Deluxe nine) 
enhance gameplay to the point 
where getting the ball to the hole 
is only half the fun. There are lots 
of secret areas and cleverly 
twisted game-wlthin-a-game turn- 
abouts. For example, hit a ball at 
the drive-in screen showing a '50s 
monster movie. As the onscreen 
scenes change so does the desti- 
nation of your ball, which is magi- 
cally transported into the movie 
itself. And did anyone mention 
the flick's creature has no love 
lost for balls that end up in his 
stinky lagoon? 

yD Ultra MiniGolf Deluxe 
comes loaded with new t>ells and 
whistles, the best being its built- 




NINC HOIXS AND A MOVIE: Hit d ball at the scrcm 
and it'll disappear into a 1950s monster movie! 



In multiplayer feature, which can 
be launched directly from World 

opponent Network, or WON 
(www.won.net) and played over 
the Internet. Also added is three 
new clubs: light, medium, and 
heavy— for those long underwater 
shots, of course. 

Those fancy-pants golf-pro 
guys can keep their shiny clubs 
and fame. 5-O Ultra MiniGolf 
Deluxe is as unpredictable as a 
runaway shopping cart and more 
fun than rubber underwear. The 
big question is, when will the PGA 
acknowledge that? 4^ 

leff Gilbert Is the socially dlsturt>€d 

mind l>ehind ManSplat Magazine, 
OS well as an avid indoor golfer. 
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Golf Isn't a 
Game, It's a 
Way of Life 



By David Senan 



viww.sierra.com 
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We want 
competition, 
and not just 
computer- 
generated 
hermaphro- 
dites who 
shoot par 
every round. 



can clearly remember 
the first time I played 
the evil game of golf. 
I was nine or ten. and 
I duffed a five iron 
somewhere along that fine line 
between the deep rough and 
National Forest Service land. I 
turned to my dad and with calm, 
cool ferocity shrieked. '*l hate 
this &$^%#! gamer The 
divot my dad took out of my 
"back nine" left a little scar, 
but I lived to play more 
golf..^nd more golf...and 
more golf. Over the years 
Tve come to understand 
something about golf: it's 
more than simply a sport; 
for millions of people in just 
about every corner of the 
world, golf is a way of life. 




I Money shot: Find nil tlie competition you can handle on WON not. 




Everything but hger: Play on fairways so true 
to life, you'll even get the members' bounces. 



Vm know what I Hte 

Two years ago. it felt as though 
we had seen everything there was 
ever going to be to see in com- 
puter golf games. Then, in 1996 
Vance Cook knocked all us hard- 
drive hackers in the knickers with 
TrueSwing in Front Page Sports 
Golf 1.0. Finally the lame-o days of 
dick click click were over, and the 
golfer swung the club— in real- 
time—as you moved the mouse! 
Some, including gaming pubs like 
PC Comer, said, "Bravof" Those 
of us who live for PC golf said 
emphatically, wiping our chins 
and patting our swollen bellies, 
•"What look you so long?" True- 
Swing was so revolutionary, it 
seemed obvious. 

After talking to the guys work- 
ing on the sequel. Sierra Sports 
Golf Pro '99. 1 could tell these 
people know what computer 
golfers want. We want competi- 
tion, and not just computer-gener- 
ated hermaphrodites who shoot 
par every round; we want real 
tournaments against real human 
opponents over the Internet. We 
want a powerful course editor 
(and none of those weenie editors 
that only allow you to build indi- 
vidual holes), so we can build fan- 



tasy courses. In fact, while you're 
at it. why don't you throw in a 
website where we can trade per- 
sonally created courses and get 
updates and stats on the people 
competing online on the SGA 
(Sierra Golf Association) Tour? 

TItinIc you're the best? 

speaking of the SGA, we want 
real prizes from weekly tourna- 
ments consistently hosted by 
a welt-known gaming site 
(World opponent Network, 
www.won.nct). so we can be sure 
that the best competitionMI be 
there week in, week out. just tike 
the PGA Tour. We got 30-rendered 
golfers in the first game, but want 
3D accelerator support so it's like 
watching real people play the 
game in real-time. We want com- 
munity. Golf may be a game you 
play ultimately against yourself, 
but thanks to Vance Cook it does- 
n't have to be a lonely experience. 

Golf realty is a way of Ufe, and 

later this summer, everyone'll see 
for themselves. Sierra Sports Golf 
Pro '99 will be. too. ^ 

David Senan is the former editor of 
InterAction and is currently golfing 
in Nepal. 
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Now there's a club for 
avid gamers like you! It's 
called Interaction Plus 

from Sierra. It gives you 
exclusive benefits like free 
games, special cash-back 
rebates, priority beta-testing 
opportunities, a quarterly 
game CD, money-saving 
discounts on products from 
Sierra, plus lots more. 

Ail[RR/\ 





Receive a o 

full year of 
Interaction 
Magazine plus 
FREE game & 
demo CDs 

Interaction Plus Members 
receive four free issues of 
Sierra^s \nttrQaior\ tAagazint. Each issue is packed with 
news» reviews, hints and tips that will keep you ahead of 
the curve when it comes to the best new products. 
Plus, you1l get a free, limited-edition game and demo 
CD with each Issue. Each CD will be packed with full 
games, demos, add-ons and more. 

Choose two FREE games 
when you join! 

When you join Interaction Plus you can choose two 
top-selling games for no charge. Choose from hits like 
Red Baron //'"', Leisure Suit iorrf, 3D Ukra''' Pinbali Trophy 
Bass^^ 2 and the other great games shown below. 



1-800-757-7707 

two of these products as your free bonus selections. 




Select 



Kcd Baron II 






Bftrayii m An tars 

#8]674-Win 
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3D 


Wrra Pro Pilol 


Trophy Bass 2 


Buebal Pro •« 


Wrra Sports 


Lost Contmmi 


HamuofSoub 


A Puzzlr of Fkih 


lAaPack 


P't. 


#834il-Win9S 


Dthiie 


#7004S-Win 9S 


OoM Pro '98 


#tU97-#«mx 


#»I74-W«i 


mnu-wm n 


mmt-wmmx 






#70}2a-Win 




#760*0-Vrm 95 
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Gamest plus 
from Sierra! 




Priority 

beta-testing 

opportunities 

To put you ahead of the pack 
when it comes to new games. 
Interaction Plus gives you exclu- 
sive chances to participate in 
product evaluations and beta-test 
programs. You'll see incredible new 
products long before other game players, and you'll 
actually have a role in the creation of new games. 
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Huge cash-back 
savings! 

As an Interaction Plus Member 

you1l also receive a Cash-Back ^^^ 

Certificate good for $20 each back 

on the purchase of any qualifying Sierra title. Add 

that together with the value of your free games, and 

that's more than $105 in benefits right when you join. 

To Join, call toll-free 1-800-757-7707 

Please mention Special Offer Code GIP802 
Or complete the application below and mail today. 



Save big on games 
from Sierra 

Interaction Plus Members also get 
money-saving offers good for savings 
of up to $50 on new Sierra products 
throughout the year. Some offers will 
be available direct from Sierra, and 
others will be made available at your 
favorite retailer. 
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Nembership Application 

_ J YES! I want to join interaction Ptu$. I understand that I have NO 
OBLIGATION to purchase any additional software products. In addition 
to my other benefits, piease send the free ganrtes I've nuirked below. 



CttnmMon) 




Lords Kofaf Cdkoion 
#703IS-Wii 9S 



Civrf War Gwerah 2 Lof* of Mapc 
#7022S-Win #70I9S-Wi«i 9S 



Uruire SiHt Larry 
Cdkcooa Wnes 
#73I90-Wiii 




Board Gamn 
#7024O-Wifl 



101 

Trophjr Hrrtn 
#70(MO-Wm 9S 



fWf Chess 98 
#702M.Win 9S 



The PotKe Quest CoNecboo 
#72SM-<WWm 
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Hall to: 

Interaction Plus 

Membership Services 

7 1 00 W Center Rd. Sufce 301 

Omaha.NE6ei06-98S0 



Interaction Plus 
Membership 

Add talvt tax wh«r» applnW* 

(fMbWow) 

SNppinf A Handling (chooM on*) 

Gups Ground, add $5 

a2-OayAJr.add$8 

Total Dim 

us Funds 



$49.00 
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Mark your FREE BONUS games here: 



Bonus No. I 



Bonus No. 2 



r-i4fTv 



Cit/ 



SlitC 



Zip 



SHI my membership fees to: (sorry, no COO) 
(pa^^bfe to Stcrra) 



f^rnttH Najmb«r 



(mo^) 
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ImfMNtant SalMlax Mbmisiion 

lUiidancs of the folffMnf mm mag. add afipropnttc ute» cut on dt» tool rnti of ynr orrlw 
(■ndui«n|fhvipm|andhan«n|^ Caft.GA.MlMO.NY,NC.SC.THTX.WA.WI. 

K«tidifia of ch* io«t>>Mv itatM fTW add appropoM ta^ tax on ihc wb^^ 
<«K*j(lKCh^ip*«andhaniftn|)-AZ.CACTX.IA.MLAMJkMaMN.N|.OH.n^in^^VA blKHO^ 



oa era u iL i ifij © 



blGKKaS KGSiClGnt aflSWCF ftlan responds to your most frequently asked questions 

about your favorite games with straight-up hints and configuration 
suggestions. If there's anything about any of Sierra's games that's 
giving you fits, write us at interactJon(ctsierra.com. 
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SIERRA 

CUSTOMER 

SERVICE 

For general product information 
or questions about an order call 
our Direct Sales line toll-free 
at (800) 757-7707 (Monday- 
Saturday, 7am to 11pm CST. or 
Sunday, Sam to 9pm CST). 

To check the status of refunds or 
disk and documentation replace- 
ment (warranty processing), 
call our Corporate Customer 
Service Office, at (425) 746- 
5771 (Monday-Friday, Sam to 
4pm PST). 

Email questions to: 
customcrscrvice a sierraxom 



Qro Pilot doesn't 
start you off in the 
air— you start on 
the ground, as you would in 
real-life pilot training. Because 
the act of starting the plane 
can be a daunting task for 
beginners, and because the 
wealth of information Pro Pilot 
offers can be iust as daunting, 
I thought it would be good to 
offer some concise, step-by- 
step instructions for firing up 
the Cessna 172. Think of the 
list that follows as your Pro 
Pilot cheat sheet. And please 
note: Each step must be 
followed in order, to 
successfully start 
the plane. 




1. Look at the RPM Gauge. 
Write down the numbers 
displayed at the bottom of 
it. This is the Hobbs Meter, 
which shows the number of 
hours the engine has been 
running. You'll need this 
information so you can record 
it in your flight logbook. 

2. You need a rkh mixture for 
take off, so push the red Mix 
knob all the way in. This knob 
is located along the bottom 
of the screen. 

3. Now you need to set the car- 
buretor heat to cold by push- 
ing the Carb Heat knob (two 
knobs left of the Mix knob) 
all the way in. 

it. Set your battery/alternator 
switch to on. This is the red 




switch in the lower left corner 
of the screen, just a little to 
the right of the Fuel switch 
and the Fuel Selector switch. 

5. Select both fuel tanks by 
setting the Fu«l S^Uctor to B. 
The Fuel Selector is the red 
switch in the lower left corner 
of the screen. The red switch 
must be covering up the "B." 
If it isn't, your plane will start 

but the engine will die after 
a brief period (thankfully, 
before you're in the air...). 

6. Open the throttle a little. In a 
real plane, you would push 
the knob in about 1/8 of an 
inch. YouMI have to approxi- 
mate that here. 



7. Make sure the brakes are 
on. You can toggle them 
on/off by pressing the 

M or B key on your computer 
keyboard. 

8. Pr«£& tho S k«y on tho koy- 

board to start the ignition. 
(Alternatively, you cdii click 
on the S next to the ignition 
switch.) 

9. Check your oil pressure. 

It should be in the green. 

10. Turn on your Beacon and 
Navigation Lights (the small 
row of white switches along 
the bottom of the screen 
marked BCN and NAV). 

11. Turn on the Avionics power 
button. 
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NEW CHARACTER, NEW WEAPONS: Hellfire introduces the Monk, 
a high-speed, staff-bearing terror. 



What are the Hellfire 
unique items? 

The items in Hellfire use the 
same graphics as the original 
items in the game (albeit with 
different powers). You can recog- 
nize the items by their name— 
for example, all weapons of 
"Doppleganger" are new items. 
This leads us to the next ques- 
tion we've been hearing: 

Monsters are 
multiplying before 
my eyes! Why? 

You have a weapon of the 
Doppleganger. Striking monsters 
with it creates a clone of 
whatever monster you 
strike. Why is this a good 
thing? More experience! 
Just be sure you're strong 
enough to take on your 
enemies and their 
clones. 

How to kick butt 
and take names 

This leads me to another 
recommendation — if you 
haven't tried him already, 
the Monk is an excellent 
character for using 



Doppleganger items. Because 
of his speed, he is best suited to 
dealing with large groups of 
I monsters. Just make sure you've 
got him healed up, loaded with 
healing potions and/or scrolls, 
then go into a dungeon with a 
Doppleganger weapon. From 
there you should be able to kick 
the crap out of all the monsters 
and their newly cloned buddies. 
Oh, and be sure you have a Town 
Portal scroll handy in case things 
get ugly. I wouldn't generally 
recommend this tactic against 
monsters with ranged attacks, 
though... 



the Monk is 
an excellent 
character for using 
Doppleganger 
items. Because 
of his speed, he 
is best suited to 
dealing with 
large groups of 
monsters. 




SIERRA 

HINT LINE 



(900) 370-5583 (US) 
(900) 451-3356 (Canada) 

Wc have a 24hour a day auto- 
mated system that walks you 
through the hints menu. You 
must have a touchtonc phone 
and be 18 years or older. 

(^11 the Hint Line when you are 
unable to finish a game, cannot 
pass a level, or cannot complete 
atask. 



$.95/mrmitc in the US, 
$L25/minute in Canada. 



Gaines Supportid 



Adventure of Willy Beamish 

Betrayal at Krondor 

Betrayal in Antara 

Birthright 

Caesar II 

Castle of Dr Brain 

0>de Name: Iceman 

The Cok>ne\'s Bequest 

Conquest of Camelot 

(inquest of the Longbow 

Cyberstorm 2 

Dagger of Amon Ra 

EcoQuest I 

Freddie Pharkas Frontier Pharmacist 

Gabriel Knight 

Gabriel Knight 2 

Goblins ML III 

Gold Rush 

Half-Ufe 

Inca 

Incredible Machine 

KitKjS Quest I through VII 

Uisurc Suit Larry I, II, III. V, VI, VII 

Lighthouse 

Lords of Magic 

Lords of me Keatm i, u 

Lost in Time 

Manhunter: New York 

Manhiinter: San FraxKisco 

Outpost 

Phantasmagoria 1. 2 

Pepper s Adventure in Time 

Police Quest L II. HI, IV 

Police (Jucst; SWAT. SWAT 2 

QuestforGlory I, IMM, IV 

Rama 

Rise of the Diagon 

Secret of the Lost Rain Forest 

SpaceQuestI.il. III. IV, V. VI 

Shivers I. II 

Urban Runner 

Woodruff and the Schnifoble 
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lORDS OF MAGIC lsJiViC«ll;H 




ROUND 'EM up; When parleying doesn't work, surround your enemy 
and let the arrows fly. 



SIERRA 

TECH SUPPORT 

Contact Tech Support when you 
have problems using a Sierra 
product Please do not call for 
hints or tips needed to finish 
a game. There is no charge 



Combat Tip 1: 
Attack en masse! 

Using a long line of troops that 
can encircle a single opponent is 
effective because when a unit is 
struck it is momentarily para- 
lyzed. If the enemy is struck 
many times by units that have 
moved to encircle it. your oppo- 
nents will be virtually unable to 
defend themselves. This makes 
long tine formations far more 
effective than circular or square 
type formations, which can leave 
too many of your troops at the 
rear where they can*t get at the 
enemy. 



Combat Tip 3: 
Use mercenaries 

When faced with a superior army. 
attacking with a group of newly 
hired mercenary troops is a great 
way to weaken them prior to 
striking with your main army. 
With a little strategy and luck, 
you can weaken the army to a 
point where your next army cart 
finish them off. 

I successfully captured 
a Champion (or Lord) in 
coffnbatr but could not 
take them as prisoner. 



That's because subdued Lords 
and Champions are automati- 
cally put to the sword, whether 
you like it or not. 

Sometimes during 
the computer's turn 
I enter combat with 
a thief ttiat I iiave 
suddenly detectecL 
What is going on? 
This occurs when you try to 
sneak up on another player to 
interact with them in stealth 
mode, and are detected prior to 
reaching that player. The same 
thing is true for the computer. 
He just tried to steal or spy on 
you! (This usually means it's time 
to open a can of Whoopass on 
someone...) 

Sometimes rf s just 
better to be nice. 

If you have enemies that don't 
completely hate your guts, bribe 
them (i.e. offer them gifts). After 
all, the more you can get on their 
good side, the less you'll have to 
worry at>out them causing you 
trouble later on. As a general 
rule, anything that ranks as 
'Aversion' or better might be 
worth improving, and this is 
especially true if their attitude 
is 'Neutral' or better. 





(other than your k>ng distance 


Combat Tip 2: 




charges) for Tech Support 


Target ail your missile 




By PhotYe: (425) 644-4343 


fire at one enemy: 

This is a simple tactic. One dead 
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24-hour automated phone 


enemy is better than 2 wounded 


support is available seven days 


ones, so focus all your missile 
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a week. Tech Support represen- 
tatives are available Monday- 
Friday, 10am to 6:45pm PST. 


and ranged attacks against the 
same target until it is destroyed. 
This also operates on the same 


By Fax: (425) 644-7967 


strategy as Combat Tip i in that 


By Email: support a sierra.com 


repeated hits from missile 
attacks will momentarily para- 
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lyze the enemy... and if you're 




see page 93. 


lucky, terminate them before 
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they can retaliate. 




I 




iHTV 



'^i 



^' 



If 



:*t 



* ;"■ -''j: 



vV 



O 



\^ 



Dear Sierra Customer: 
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Many of vou have noticed my absence these last few months. After 

nearly twenty years of making ^ames, I decided that it was time for 

retirement. Building Sierra for twenty years was a lot of Ijard work and I 

was ready to relax and travel. But I quickly discovered that Vm much tcN) 

energetic to stay retired for lonyl I now have a new company «oin«, and 

would like you to consider helping; me beta test my first product 

My idea for a new company may seem a little strange to you. Way back 
when Roberta and I founded Sierra On-Line, we had a clear vision of 
the future - that someday playing games on personal computers 
would be as common as going to the movies. Many people 
thought we were cra/y. VV hen Sierra started, there were 
only about eight computer stores within the entire 
t United States. Today our vision doesn't seem 

cra/y at all. Annual sales of electronic 
t games are actually larger than gross 

m^ receipts at movie theaters. 

* Ama/ing. 
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change - eve^^^Pchange than the las 

has brought. Radio, televisicm and telephone ^r... 

on the Internet. My nev\ company, WorldStreaiTK 

Communications, is creating the new tj pes ol' intenictint „ 

"convergence" will require. VVorldStream is not about coni|)iitcr , _ 

games, it is ab<»ut entertainment and global communicatioi) - the 

kind of communication that will be common in the next cenlur>. 

VVorldStream \ first product* w ww. lalkSpot.com, is based on a talCT™r"^fc^ 
format and is in the early stages of beta testing. Smm, we will broadcast several 
ditferent channels of programming, worldwide, 24 hours per day, seven days^j" 
week. Most broadcasts will be MVK, and you, our audience, will be as integral 
of the show as our live hi>sLs. We will cover a huge variety of topics: politics, sfj _ 
astrology, science, dating, music, movies, cars and, of course, computer games (somt 
your favorite game designers are scheduled MHin!). 

Here is my personal invitation to experience the future, right now, as a member of 
WorldStream\ beta test team. This invitation is open to all my old friends at Sierra. 
It's absolutely FRKK. Visit w \\ v\,lalkspot.coiiu 



al 

■■<i .... 

s (somt 
nber of 



Sincerely, ^ 

Ken Williams 

Co-Founder, Sierra On-Line 

Co-Founden V\orldStream ( ommunications 



htlp://uiiutu.uiorldstrc<im.cefn 
hllp://uiwui.lolkspoLcom 
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A Bill of Rights 

for Computer Buyers 



Warp back in time in to alternate universe, and 
witness an effort to word-process a Bill of Rights 
for another United States. Any resemblance to 
our own reality is entirely coincidental— except 
for the horror stories of computer users. 



mENiAMiN Franklin 
was to do the desk- 
top publishing for 
the Constitutional Convention, 
but his new laser printer 
wouldn't talk to his new 
computer because of an 
obscure software glitch. 
The computer store told 
him it would take weeks 
and weeks for a technician 
to sail in from England. 
Franklin bemoaned 
his plight. He expected that 
the other Founding Fathers 
would scold him for not 
being able to print the drafts 
they were working up. But just 
the opposite happened. George 
Washington, Alexander 
Hamilton, James Madison, and 
the others— they all offered 
nothing but empathy. "We 
should actually be drafting two 
Bills of Rights.** Washington 
said. **One as a series of general 
amendments to the Constitution. 
And a second to protect com- 
puter users." The bewigged 
heads of the other patriots 
nodded. 

The date was |uly ^, 1776, plus 
or minus a decade or two. You 
see. in this alternate universe. 
thanks to computer glitches, 
some files got scrambled, and 
people would later confuse the 



^^Consumer rights 

are like political 

rights— best 

preserved through 

constant use/' 
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Bill of Rights and the Declaration 
of Independence. But that's just 
a detail. Via Computer Right 
#2 below, the Constitutional 
Convention deftly responded to 
Franklin's complaint — even if 
the whole document had to be 
handwritten instead of word- 
processed. 

Here are the first few amend- 
ments of the Computer Users' 
Bill of Rights. 

Right »l: The Ability 
of Computer Users to Buy 
What They Expect at 
the Prices They Expect 
No store or website shall 
abridge the right of computer 
buyers to receive price quotes 
that don't self-destruct. 
Equipment specs shall be as 
advertised. Rain checks shall 
not be necessary because the 
right merchandise shall always 
be on hand. 

Right #2: 

Easy Conipatibilfty 
Stores shall not infringe on the 
right of users to compatible 
equipment. Computers must talk 
happily to printpr^. modems. 



joysticks, and all other creations 
of Silicon Valley and beyond. 
"Plug and play" shall be more 
than an advertising slogan. 
Users shall no longer have to 
wrestle with horrors like IRQs 
and memory addresses. 

Right #3: Reliability 

No user shall, in time of peace 
or war, find technical problems 
quartered within his or her 
machine. Users shall not 
suffer inept engineering or 
bad workmanship. 

Right #4: Good, Speedy 
Technical Support at No 
Extra Charge 
The right to feel secure and 
knowledgeable in one's com- 
puter use shall not be violated. 
Users shall not suffer manuals 
written in Sanskrit. On the rare 
occasions when support is nec- 
essary, the technicians offering 
it shall all hold doctorates 
In computer science from the 
Massachusetts Institute of 
Technology. These experts 
shall answer support calls on 
the first ring. 

No users shall have to endure 
prehistoric rock music while on 
hold, because "On HoW won't 
exist. That is a term for other 
universes. 

No cupport fooc cKall b« 
imposed on computer users. 

In fact, If users must call, the 

manufacturers shad pay stiff 
penalties to the customers for 
r;iking up fhp/> time if 



Yes. readers, this document is imaginary, but the reoi taws of the 
United States do offer some help. Through local phone booics. The Con- 
sumer Resources Handbook (www.pueblo.gsa.gov/1997res.htm), and the 
Federal Trade Commisiion (www.ftt.gov and www.fic.gov/fic/officea.him), 
you can track down consumer-protection agencies in your area. 
What's more, you con try private organizations like the Better Business 
Bureau (www.bbb.org). 

Are current protections adequate for consumers? Of course rfot. 
But you owe it to yourself and others to exercise them as effectively 
as you can. Consumer rights are like political rights - best preserved 
through constant use. 



turn, run, turn, turn 



run, turn, run, turn 
turn, turn, run, run 



run,turn, run, turn 



turn, run, run, run 



run, run, turn, run 



turn, turn, run, run 



run, run, slam door 



breathe, breathe 



feeling safe? 



they'd like to get a taste. Change course 
up to flush you out. Slam a door,4|2y^i] 



So ask yourself: Is your will to live"slroi 
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iide. But these guys can smell you. And 
i, tHey'll follnj^Take cover, they'll team 

hunting you down. 




HOOT TO KILL. THINK^TO LIVE. 
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THE NEW ^O 

THRUfTHAITEIt MiLLEHiUM ' 

3D JOXniCir KiTH 

IL II OH SiEUU FR0 FiLOr 




^savings wrt 
Millenium 3D joystick from Thrustmaster. The Millenium 3D 
gives you complete flight control with a 100% 
digital joystick that features 5 buttons^ 
POV hat. throttle slider and the 
unique 'pitch-over' design 
aeated by Thrustmaster for 
NASA's Space Shuttle program. 
Choose a bundle with Red Baron II or 
Sierra Pro Pilot and you have a killer flight 
Sim package that can't be beat! 




4ltRR/\ 

P.O. Boxs30o8 
Bellevue, WA ^8015-3008 



THE NEW THRUfTMASTElt 
no RACiHCi WHEEL KiTH 
NASCAR. RACiHCi 2 

Now there's a bener way to drrvel The all-new Pro 
Racing Wheel from Thrustmaster grves you all the 
control you need to master any racing game. It 
features a new, easy-to-use cam-lock 
clamping system, a thickly padded 
steering wheel, a realistic short- 
throw shifter and a heavy-duty 
floor console with gas and vari- 
able-resistance brake pedals. 
Take advantage of our special 
bundle with NASCAR. 
Racing 2 and save' 




#NCPRW NASCAR* Racing 2/Pro Racing Wheel Bundle ^1 39^* 

#09970 Thrustmaster Pro Racing Wheel ^1 29^^ 
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